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The future of electronic entertainment

egotiations for the Halo 2 exclusive began early. In fact,
they started the day Edge’s first Xbox debug arrived with
Halo already installed on its HD, some two weeks before the
machine's US launch last November. It didn't take us long to
work out that Halo was special and, given the developer, why )
the sequel would make perfect cover material.

Exclusives are an inextricable part of the videogame
magazine circus. The invasion of gaming publications during
the latter years of the '90s saw the level of competition attain
absurd levels — a book about the extremes PR and editorial
members went to in order to secure select coverage could

easily be written (cocaine in exchange for front covers,
holidays abroad, prostitutes... Edge forgets much of what it
has heard over the years).

This relentless hunt for exclusives, as you'll no doubt be
aware, invariably creates its own set of problems. In the
frenzied chase for higher magazine circulations, too often the
duty to the reader is ignored, their trust abused as the
editorial team oversteps the mark and tricks the public into
picking up its tome.

Admittedly this is mainly the domain of the exclusive
review and the very reason Edge has actively removed itself
from that unscrupulous process. Which is why you didn't get
to read the TOCA Race Driver review last month. And
similarly, why you won't see the TimeSplitters2 review until
E116 (to name the two most recent examples).

By their very nature previews don't present this set of
problems. Naturally, there are commercial implications -
Edge wouldn't insult your intelligence by pretending that a
key sequel on the cover does little to enhance copy sales -
but this team is driven by a passion for videogaming it
genuinely believes it shares with its readers. And that's
precisely why we'll continue to fight over the games we think

L=

you want to read about.

Enjoy the issue.
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More delightful abstract videogaming from the
minds behind the abstract defight, Vid Ribbon

More of the same? Oh no. Expect much
more from Master Chief's next adventure

Ever imagined you'd suffer a collapsed lung
from popping down to your local arcade?

Symphonic videogame music scores. Expensive,

time consuming, but worth it. Well, sometimes...

A selection of Edge’s favourite arcade titles,
taken from the thousands freely available online
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the *halo again’ issue

Regulars

006 Frontend
Consoles online; Siggraph; Codeshop
018 Out there
‘The Lord of the Rings’ DVD, How to make a porn film
022 RedEye
Our corrosive journalist has a random encounter in a dark alley
024 Trigger Happy
Videogames may have to get worse before they get better...
026 AV Out
Management: Nagoshi-san gets tough
028 Tokyo Game Life
Kojima-san writes about FFXI. Again
072 Subscribe
Money off and free delivery — how can you resist?
074 Back issues
Quick, before they sell out
102 The making of...
EverQuest. Get married online

Prescreen
_ , 106  Reset
032 Racing Evoluzione (Xbox) E51 put through the rememberiser
034  Robotech; Battlecry (Xbox, PS2) 108 FAQ
035 Haegemonia: Elite creator David Braben gets his turn
Legions of lron (PC) 109 Recruitment
037  Neocron (PC) Your chance to work in the games industry
038  Unlimited Saga (PS2) 126 Inbox
038  Shaun M P(r? Wakeboarder Your opinions on the world of videogaming
(PS2, Xbox, GC, GBA) 130 Next month
039 Vietcong (PC) Keep your £1 coins. The arcade scene faces extinction
039 Delta Force -
Black Hawk Down (PC)

040  Ghost Master (PC)
040  Super Monkey Ball Jr. (GBA)

lestscreen
041  Prescreen Alphas (various)

086  GunGrave (PS2) 096  Mafia (PC)

088  TOCA Race Driver 097 Conflict: Desert Storm
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Ut A Anas s Fer e ity 091  Crazy Taxi 3: 098 Murakumo (Xbox)
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As the major console manufacturers
Edge offers its analysis of what the major online platforms have to offer

Games platforms gear up for online gamble

prepare for the tardy broadband boom,

lcrosaft and Sony have finally put their
M plans for network-connected consoles
Into action, In a bid to redefine the online
gaming landscape over the course of the
nexdt five years. With the release of the
PlayStation2 network adaptor in the US
and Japan, Sony continues to tarry only in
Europe, while Microsoft has announced that
its Xbox Live senvice, which will be released in

e US on November 15, will launch in this
country early next year.

Ewven Nintendo, which continues to treat
oniing gaming with some scepticism, has
announced that its own natwaork adaptor will be
redeased before the end of the year n the US
and Japan. And with the cnline gaming sector
looking like an important battieground for
dominance over the home console market, the
PC continues to reign supreme as the online
gaming platform of current choice

Owver the coming pages, Edge examines
thi farthcoming online services offered by each

major platform, assessing their chances of
dorminating a sector that is, by virtue of the
massive axpensas already committed to it, a
crucial one in shaping the fortunes of the
videogame market as a whote, Certainly, there
are several vestad intarasts in ensuring that

videogarme content prowides the spu
broadband take up, which will furt

sales of networked gaming

Companies suct

and NTL., for

eample, winch naw onsiderabie

SUMS in establishing the nfrastructure required
for high-speed network connections, or indead
COMmpanies 5ucn as

which hope to der

But it's wortt

tirty minority of Brtish households curmently

remembenng that

subscribe to broadband services (about one
per cent), while only a third have access
through & dial-up connection, Although analysts

expect these figures 1o Increase 1o maaningful

levels by the year 2005, there is simiply no
guarantee that online gaming will provide either
a stable source of revenue for Sony, a boost to
market share for Microsoft, or indeed a stimulus
for design innovation. For avary party with a
financial interest in the success of connected
consocies, the next five years will be of massive
S

ificance, Although it's still very early in terms
of network penetration and the development of

oniine con

sach ol b
asopling widaly divergent S
coming months and vears look selt to be

TEROr pRayers 1S
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interesting times for all of 1S
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PlayStation2

The key advants

SCEA president Kaz Hirai holds up the PlayStation2 Network Adapter at E3 back in May,
launched (as promised back then) this August. Europe, however, faces the usual wait

ot rerreans that several maj
publishers have alreadly Bed their fortunes t

ol such an app

cul of any revenue

g by araft of

“FFXI now has 120,000 subscribers paying a
monthly fee of ¥1,280 (£7), and the company
aims to have 400,000 by the end of next year”

The possible Impediments to

exampie, has announced that it aims to triple

fine subscripers anline services are the cost

by March 2004 In a bid to

unch of

and the

, Such as

shers, allowing them to

cad onling estabiish their own |r uCtures i billing
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Electronic Arts' Madden NFL 2003 and Activision's Tony Hawk's Pro Skater 3, just two Star Wars Galaxies and EverQuest Online Adventures: games thal would previously
examples of the support SCE has managed to generate among the strongest publishers only have reached the PC crowd, now leading the expected console online invasion



Xbox
Microsoft's Xbox Live contrasts starkly to the
sanices offered by Sony. For a start, while there
5, a5 yel, no word of any European launch for
PlayStation2's online services, Xbox Live is
gxpected to launch In the UK early next year
afier the cument round of beta testing is
complete. Furthermore, the service requires no
axpensive peripherals, since the starter kit,
which will retail for the pnce of an Xbox game in
the US (350 or £32) and Is expected to do so in
the UK as well, contains everything needed to
get online; game software, a microphong
headset and a 12-month subscription

But the major difference is that Microsoft
has opted for complete control over every
gement of infrastructure. Xbox Live wil
consequenty be a closed network, akin 1o a
walled garden, As a result of this decision, as
well as the purpose-buiit hardware design of
the console, there are considerable acvantages
for gamers. A single 'Gamertag’ online identity
faciitates easy management of buddy lists and
can be loaded onto a memory cand to be
accessed from a friend's Xbox (the only
downside being that handles such as 'Satan’,
and ‘Fragmaster’ are lkely 10 be snapped up).

Voice masking is another attractive leature,

and Microsoft is keen to stress that the Xbox
will never be blightsd by the addition of a
keyboard and mouse (a somewhat dubious

advantage in Edge’s opinion). And there will
also be a vanety of easy matchmaking modes —
including a quick match that chooses
opponents on the basis of optimal atency.
Finally, the built-in hard drive will allow a wide
range of free and purchased downloadable
content; Sega’s NFL 2K3, for example, wil
alreacly have a roster update ready to go as
so0n as Xbox Live launches,

Despite the obvious strengths of Microsoft's
approach though, there are potential pitfalis,
The most apparent is simply that, though the
service itsalf is available for a reasonable price,
since it's restricted to broadband access, which
ramains considsrably expensive — particularty in
the UK - the cost to the consumer could be
high, It's also worth pointing out that Microsoft's
dlose control over the infrastructure and billing
mathods and the like, may not be to the tastes
of every publisher. It's certainly not to the tastes
of Bectronic Arts, since although a publisher's
initial financial outiay is lower, Microsoft
consequently takes a larger siice of profits over
the long-term in the form of royalties

The disapproval of such a publisher isn‘'t
exactly desirable, but it's also not clear that
Microsoft's approach will win the favour of
access providers, The traffic generated by Xbox
Live is restricted to the sanica itsslf, so the
company could struggle to finafise agreements
with such partners in advance of the launch

Clockwise from top left: Halo 2, MechAssault, Ghost Recon and NFL Fever 2003. Hardcore
gamers should enjoy the broadband-only Xbox online experience. Others may follow suit

“J Allard has described his goal as ‘tens
of thousands’ of subscribers in 2002 and
‘hundreds of thousands’ by the end of 2003

S0 while Xbox Live is undoubtedty good
news for the hardcore gamer, it's not entirely
clear whether it will suficently drive sales of
the Xbaox to match Microsoft's strategic
ambition. Although Microsolt clearty accepts
that the road to an online future must be
travelied as a marathon and not a sprint, the
company's long-ternm expectations are bulkish
J Allard has described his goal as “tens of
thousands™ of subscribers in 2002 with this
growing into “hundreds of thousands™ by the
end of 2003, ten million Xbox Live subscribers
are projected for the end of 2007
If broadband take-up proves siower than
anticipated, the likedinood of such a figure
being attained may be scuppanad by the amval
of the successor to PlayStation2

The great Communicator unit Edge tried
out at E3. It forms part of the identity
Microsoft wants gamers to build online
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Of all three major console manufacturers, by far
the least interested in onfine gaming is
Nintendo. Miyamoto's argument, that the
market for online games is currently small,
which he made earlier this year during his tour
of the UK, was recently echoed by Satoru
Iwata. “The profitable part of the online
[console gaming] business is very likely several
years away. Entering the business because it's
the hot topic of the day makes neither a

“Entering the [online] business because it's
the hot topic of the day makes neither a
profitable business nor satisfied customers”

<010 -

profitable business nor satisfied customers.
That's why it wil be a part of Nintendo's
strategy, not the mamstay, as other companies
are aftempting o do. There are still too many
bamers for any company to depend on it.”

The interconmecthity between the
GameCube and Game Boy Advance
apparently ramains maore important to Nintendo
than the yet-to-be-quantified riches offered by
online gaming. Square, for example, was keen
to emphasise the link-up feature when
announcing its forthcoming GameCube RPG,
which wall be complemented by two GBA titles,

Japanese gamers get to buy the GC
broadband adaptor on October 3 but NCL
remains silent on detail of online services

PSO Episode | & Il should kick off the GC online plan, but with titles such as Super
Mario Sunshine, Zelda and F-Zero Nintendo clearly isn't relying on online connectivity

while firstparty titles such as Animal Forest
continue to explore the options of this kind of
networking capability.

Nevertheless, as lwata-san points out,
onfine gaming is part of the company’s strategy.
Nintendo of Japan has announced that the
GameCube broadband adaptor will be released
in Japan on October 3, retailing at ¥3,800
(£20). And, like Sony, Nintendo is not restricting
its service to broadband subscribers, since
dial-up custormers also have the option of
getting online with a 56k modarm.

Nintendo remains typically tight-lipped
though about the details of its online services.
What is known is that although Nintendo, again
like Sony, is allowing thirdparty publishers to
create their own infrastructures, GameSpy
Industries will be supporting Nintendo's online
service by porting its middleware and back-end
senvices developer suites to the GameCube.
This will make in-game player matchmaking
possible, as well as buddy lists and the
management of online data storage and
tournament information, etc.

In a bid to encourage thirdparty publishers
to take creative nisks, Nintendo has also
announced that it won't require royalty fees
from revenue generated by onlfine GameCube
titles, though there is as yet no announcement
regarding firstparty titles that might lead the
way in such creative ingenuity — merely an

assurance that several of Nintendo's internal
development groups are researching online
projects. So it remains up to that stalwart of
onfine console gaming, Sega, to lead
GameCube’s anline charge. Phantasy Star
Oniine Episode | & Il is cumently undergoing
beta testing in Japan, and judging by Edge’s
OWn experiences, the signs are positive that
Ragol will fiounsh on Nintendo hardware.

Nintendo's stance is indicative of a
charactenstically conservative business
strategy. Unlike Sony and Microsoft, the
company is unwiling to gamble on an audienc:
and market that has yet to be measured. But
will Nintendo's reluctance 1o take risks at the
present time resull in a smaller reward than tha
enjoyed by those who are in the future? With
the strength of the company’s firstparty titles,
and cost-efficient business model, perhaps it's
less imperative for Nintendo o worry about the
answer to such a question.



PC
Of course, there's no proof in any case that the
current constituency of online gamers are
willing to migrate from their cument chosen
platform, the PC - or that existing console
gamers will be willing to experiment with a form
of gaming that has long been confined to the
tech-savwy few. Which is just one of the
reasons why the PC can't be disregarded in
any discussion of online gaming, and why the
platform is likely to prove an enduring
incumbent. While it doesn't benefit from the
strategic will of a single manufacturer, it is the
mast commonly used device to access the
Internet in alrmost every part of the world.

The fundamental imitations of the PC as an
online gaming platform are cbvious. In the
absence of any centrally implermentad quality

likes of Telewest's Blueyonder, and
Blopenworld's online gaming service are
the beneficiaries of decades of online
gaming. Community management is therefore
mature and their understanding of gamers’
needs |s considerable

More significant, though, than a mature
and sizeable online community, is the sheer
variaty of game genres that are accessible,
While Sony, Microsaft and Nintendo can all
boast a healthy roster of quality software, they
are uniikely to be able to match the choice on
offer via PC. And while the likes of Microsoft
may argue that its online services are going to
allow it to access a broader audience than that
of the hardcore game, the PC alrsady caters to
an extraordinary range of gaming tastes,
offering everything from the latest Haif-Life mod

“There’s no reason for gamers that are happy
with current online services to switch to a
console that will have to endure teething troubles”

control, confusing interface design and low
usability remain obstacles to its truly
widespread adoption for networked play. To the
usual difficutties of simply getting a PC game to
run are added the labyrinthine cormplexdties of
accessing servers and configuring technoiogy
Oniine gaming via PC doesn't come with any
easy-to-read manual,

But the undeniable strengths of the PC are
equally apparent. The most obvious is that it is
currently the most popular onfine gaming
platform. Although not entirely attractive to
novice users, there is no reason for a magonty
of gamers that are happy with current online
senvices fo switch to a console that wil
nevitably have to endure the customary
teething troubles. There's also the fact that the

The greatest strength of the PC as an online piatform is the diversity of the content
playable on it and the audience it attracts, such as Age of Mythology and The Sims Online

to the simplest of pariour games. Indeed lities
such as Square's Fnal Fantasy XJ and Sega’s
Phantasy Star Onfine, although more
traditionally associaled with consoles, have
been or are being released on the PC

So although many doomsayers ane
predicting the end of its success as a gaming
platform thanks to the growing online
capabilities of consoles, it's uniikaly that the
success of either Xbax, PlayStation2, or
GameCube, will be at the expensa of the PC.
Although it won't offer the same sort of
self-contained and intuitive experience that

the console manufacturers are promesing,

it will present games with unfimited scope

for user-defined content, and an @
exceedingly large array of choice.

Text Twist is just one of the many parlour games playable on the PC. World of Warcraft is
just one of the seemingly infinite number of complex and interaction-heavy MMRPGs
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Texas serves up SIGGRAPH 2002

San Antonio is the home of the Alamo, but will
the industry remember SIGGRAPH 20027

The debate on realism

Special SIGGRAPH discussion ponders
the need for greater realism in games

With the games hardware beginning to
challenge film for CG realism, the question
on the minds of some artists, producers and
hardware engineers is whather or not it's
worth pushing forward with the power of
hardware or the quality of software. Does
each new advance bring a diminishing
return on the effort?

This was the question being posed by
Or Jon Peddie, a graphics hardware expert,
as he hosted a panel discussion on the
subject. "We are asking ourselves: 'Are we
reaching the point of diminishing returns?
Have we done enough, do wa really need to
push the envelope any further?" said
Peddie. “There are some people in the
industry who think we have done anough. In
fact they refer to it as good enough. In some
situations that’s true, but for real, serious
graphics, | think it's not.™

With a panel including Bob Bennatt of
AllasiWavefront, Andy Thompson of AT,
Kurt Akeley of ExLunia nVidia, Richard
Chuang of PDI/Dreamworks and Michasl
Sheasby of Softimage, Peddie went on to
point out that while we are on the cusp of
being abie to render realistic hair, the
simulation of things like cloth, as well as
lipsynching, are examples of areas where
improvesment still needs to be made in
realtime rendering. The question he put out
is whether or not incremental iImprovements
In such fields will inspire the games
audience and keep them coming.

012

own in southem Texas, the sun shines hot
D and the food s served even hotter, but the
3D graphics industry will look back on
SIGGRAPH 2002, hald in San Antonio from
June 21-26, as a lukewanm aftair. it may have
been the reluctance of Amerncans 1o
9/11, the slowdown in the US economy or just
the location, but this year's event couldn't guite
meet the levels of excitement reached last year
in LA, or in 2000 in New Orleans

For 3D artis

Since

is atiending the event to pick

nical knowdedge, the show

Wars' or ‘The Lord of the Rings’. Meanwhile,
maore theoretical talks pushed into areas such
as realtime

wading, processes like inverse

rendering and global lumination and the vision

for OpenGL 2.0 - all topics to fascinate the 30
software specialist

However, the games-specific content
presenmted during the conference was
surprisingly thin on the ground, especially
considering that the games industry is reputedly
making more money than the film industry, and
is employing huge numbers of 3D arfists

“Games-specific content was surprisingly
thin on the ground, especially considering
that games are making more money than films”

had its usual amay of courses, presentations
and discussion panels in its Conference:
section. Certainly, those impressed by behind
the-scenes talks on how the special sffects
were done in major motion pictures were well
catered for. A whole day was devoted to the
creation of a CG bird character for Sany

Pictures imageworks' 'Stuart Little 2°, and

artists from the same comparty wera on hand
to strip away the mystique behind the effects

for "Spider-Man'. And let's not forget ‘Star

Comparatively few s
specifically 1o the design of
specifically and, perhapsasac
seemed, very few games artists botherad 10
make the trip to San Antonio. Edge didn't see
any UK games developers at the event
Likewtse, few games companies took

space within the SIGGRAPH Exhibition -
Bizzard, Electronic Arts and Relic
Entertainment baing the only ones to pitch thelr

tents on the show floor and accept showreels

Squashable and stretchable animation boning is one of the new features of
discreet's character studio 4, the latest character animation plug-in for 3ds max

and CVs from budding 3D artists. What the

exhibition w le: to offer was plenty In the

N
way of exciting new 30D software for creatives
Though still a redatively expensive package,
Softimage's XSI has pushed ahsad in terms of
usability and the company used SIGGRAPH to
announce the releasa of version 3, which ships

in October. On top of a general improverment in
the program’s speed, this version includes an
RTK for crowd simulation, more intuitive
character rigging, platform development kits fo
PS2 and Xbox, pius a DirectX realtime shader
system that enables artists to directly apply
shaders and edit their DX code on the fiy. The
company is keen to see XS| taken up in games
development, and announced Valve as a new
user of its software, as well as the shipping of
25 XSl seats to Glasgow Caledonian
University's MA in Garmes Development course
if you want good fluid dynamics in
SoftimageXS1, though, you're probably best of
turning to a thirdparty solution such as Next
Limit's RealWave 2, which was also announcec
at the show. Not so for Maya users, however
SIGGRAPH 2002 saw the unveliing of Maya
4.5, which boasts as its main new
enhancement a suite for creating fiuid effects
Smoke, waves, foam), viscous liquids,
aimosphernic effects and more can now be
simulated and rendered n Maya Unlmited
Released late September, the program is now
available on Windows, Linux and Max OS X



‘The Cathedral’, by the Polish company

Platige Image, was the winner of Best
Short in SIGGRAPH's Computer
Animation Festival. It was made using
the popular game graphics tool 3ds max

SoftimagelXSl 3 was announced, with its
tools for simulating crowds, while
AliasiWavefront made waves with the
inclusion of fiuid dynamics in Maya 4.5

The SIGGRAPH exhibition was smaller
than in previous years, but relatively
enthusiastic. Sony Pictures Imageworks
was offering free art lessons every day

hitpe/Awww siggraph.ong for details



Sony suffers legal setback in mod-chip battle

Sony’s mod-chip court case backfires down under as Australian

court ruling casts doubts about legality of region-restricted software

ony’s recent drive to eliminate the threat

of piracy by clamping down on mod-
chip manufacturers and vendors hit a
stumbling block last month, when an
Australian judge dismissed the company's
claims that it was unlawful to sell and install
PlayStation2 mod-chips. The of the

court case contrasts with the

successiul
legal action taken earfier this year in the UK,
1ainst Channel Technology, which was
found guilty of enabling the unlawful

circurmnvention of Sony’ y prolection

schemes by manufacturing its Messigh chip
(E108). It also prompted the Australian
Competition and Consumer Commission

IACCC) to renew calls for an inguiry into the

legality of region-restricted software

Federal court judge Roland Sackville
riled that Sony falled to show that the mod-
chips in question bypassed the console's
copynght protection measures. More
damagingly, he also drew attention to the
fact that mod-chips allow users 10 play
games that have been legally purchased in

another region — a perennial bugbear of
Australia’'s consumer watchdog, which
argues that it should be made uniawful to
prevent Australian consumers from
purchasing videogame software overseas,
With Channel Technology uniikely to
appeal against Sony’s successfid action, the
legality of mod-chips in Europe remains a
grey area, though console manufacturers
should surely take note of Sackville's ruling
as they persist in maintaining some old-

fashioned and restrictive practices.

Of course, while Sony continues in its
bid to eliminate wouid-be mod-chippers,
Microsoft seems to have long since
abandoned any pretence that the Xbox will
be home to software that ted by
region, and as highlighted last issue, mod-
chips aren't confined to Sony. Perhaps the
lesson that both should learn s that if
software was region free, it would be easier
to distinguish betwesen those who ars int
on piracy, and those who simply want
to enjoy games as they are released.

sn't re

Now legal in Australia, the much-
maligned Messiah chip. It remains
illegal to use it in this country though

Edinburgh Games Festival on

Industry movers and shakers meet in Scotland's
capital to discuss an ‘alternative’ industry event

the cards

Videogames may still be on the media fringe
but a new event to run alongside the
Edinburgh Festival should help matters

014

ou don't often find videogames going
Y'ﬁal id-in-hand with stilt-walking
dwarves, avant-garde escapologisis and
crass comedians, but at this year's
Edinburgh Festival, Tiga got together with
industry stalwarts to flash out proposals for
an annual games event to run alongside the
popular Scottish féte.

Cultural riches
The proposed name of the event is to be
the Edinburgh Intemational Games Festival
and is likaly to run in the second week of
August for two days from 2003, Attendees
at the Initial meeting included Fred Hasson
(Tiga), Roger Bennett (ELSPA), Chris van
der Kuyl (VIS Entertainment) and Nigel
Davies (Blitz Games). The event is to extol
the diversity and cultural richness of
videogames and, longterm, is expected to
become an international forum attracting
worlidwide participation and attendance.
Funding Is likely to come from Scottish
Enterprise and though specific methods are

still a little sketchy, the Edinburgh
International Games Festival will
demonstrate the populanty of the form ina
bid to attract outside investment. Prowviding
a stronger platform to lobby the governmen
on major Issues will also be key. "ELSPA
fully supparts the view that computer and
videogames provide a valuable contribution
to the nations cultural and social
development,” says Mike Rawlinson of
ELSPA. "We hope that this event will be
able to demonstrate these values and
ncrease people’s understanding and
appreciation of the gaming phenomena.
Ciearty much has yet 10 be finalised, by
Tiga does want annual awards to go to
particularly creative games, debates,
‘screenings’ of new games and a more
conducive atmosphere to encourage
networking with creatives from the film,
television and music industries. If such
ambitions are reached then the Ed‘-r'burg_h
International Games Festival should ;—,'-a-
stand out from other trade events. =
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GDCE kicks off as Edge goes to press

Successful first day bodes well for consequent
introduction of consumer element to ECTS

5 half of the Edge office prepares o

A decamp to the capital in preparation for
the annual fusion of schmoozing, alcohol,
deceitful teenagers and the odd videcgame
that is ECTS, the cther half is already at
GOCE, which commenced |ust as this issus
goes to press. It's a promising sign that
attendance figures show an increase
compared to last year's event, though it
remains to be seen how well the changed
format of ECTS — complete with consumer-
focused PlayStation Experience in a bid io
drive down the numbers of those deceitiul
tesnagers — will be recelved.,

The first day of GDCE, howsver, was a
promising start for the twin exhibitions,

Daniel Liatowitsch (above), the director of
‘Avatars Offline’, a film shown at GDCE

Recently Reviewed
Edge brings you a rundown of Jast issua’s review s

which run concurrently from August 27-31
at Earf's Court Conference Centre, Devoted
to sponsored tutonals and the IGDA
Academic Summit, a panel discussion
regarding the relationship betwean
academic research and how it might benefit
the development community was the
highlight of the day. The rest of the line-up
promises to rival last years in tarms of
offering a wide-ranging schedule of panels,
lectures and discussions (with Edge’s own
contribution to a panel devoted to deciding
upon the best game of all time — which is
Rogue, by the way).

Anather highlight is likely to be the
lunchtime screening of 'Avatars Offing’, an
indepeandent film by Daniel Liatowitsch
devoted to the phenomenon of the
MMRPG, which was previewed at the
Game Developers Conference last March,
For those who were unable to attend, the
film is available to buy on DVD from the
film's official Website priced $24.99 (E16).
Visit hittpe/Awww.avatarsoffine.com

Elsewhere, at ECTS no major
announcemeants or surprises are expected,
but the publisher turnout is significantty
healthier than tast year, with the likes of
Blactronic Arts, Activision, Kcnami,
Capcom, THQ, Eidos, Ubi Soft, Acclaim,
Infogrames. Midway, Rage and
Codemasters all putting in an appearance.

Some of the faces featured in the film:
author Janet H Murray (top left), NCSoft's
Jake Song (top right), and Lord British

With last year's event characterised by
an apathetic response and the non-
appearance of any of the major conscle
manufacturers, such a line-up, as well as
this year's introduction of the PlayStation
Experience, can only be a boon, providing
an opportunity for publishers to build
momentum for Christmas period, rﬁ,
courting retail buyers and public alike, %L::S-J
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raphics by mob rule
They used to work for nVidia, but the men behind newly formed
graphics specialist Code Mafia have thrown their weight behind ATI

o lose one senior mamber of your
T developer support team could be
seen as carsless but it's little short of
disastrous when three decide to up
and leave en masse. Such was the
situation faced by nVidia with the
departures of Richard Huddy, Kevin
Strange and Dave Home. The trio,
joined by Criterion Software defector

John Spackman, promptly announced
they were setting up Code Mafia, an
outsource programming resource for
PC and Xbox developers.

But worse was 1o follow whe
compan)

the
ed an exclusive

It's in the cards

and Hsr‘r\r |L.|‘1.p|ng Sh|p to effort nVidia is taking to persuade

Tottenham and you get some idea of game developers to adopt its Cg PC
what's involved, programming language. But Huddy
Richard Huddy remains sanguine, prefers the dual and non-proprietary

approaches of Microsoft's High-Level
Shading Language as impl
DirectX and the proposed O
AP as the way forward.
“Right now the current consum

t fun then it's time
nly believe that.”
sion 1o work for AT, new technical capabilities aggressively
y driven by the enough,” says Huddy. “This means
Code Mafia apps like Max and Maya need beefing
approach a whole host of ways if games are

55 isn't Lising the

xirmum bandwic ove towards deve *Allis to keep getting better and better
nd and th ng a really constructive attitude,” enGL 2.0 s crifical to that."
b of DDR m Huddy explains. “It doesn’t try to lock
developers or publishers into co- Technology wars
marketing deals and it's not trying to tie And as lonatime supporter of
games into its proprietary technology. Microsoft's Directx, Huddy is also keen
Instead it gives free access to new on that technclogy's particular game
graphics technology and wants to development focus. “DirectX moves
make our expertise avallabie 1o game forward faster than OpenGL by an
elopers all over Europe.” order of magnitude, and gives great

Serious Sam developer Croteam supported ATI's Truform with a game patch: helping developers to deliver such features is Code Mafia's
bread and butter. John Carmack, currently working on Doom [ll, is also a fan of ATI, which is why AT| hardware powered the game at E3

www.codemafia.co.uk

The first job for Code Mafia will be helping PC developers
work with ATI's latest and most powerful graphic card, the
Radeon 9700, which is the first card to support DirectX 9.0
functionality, notably fully programmable rendering pipelines

access to the R&D which takes place
in the best graphics architect
around the world," he says.
But away from the intricacies of the
technology wars, Code Mafia's modus
operandi is purely to help developers,
both PC and Xbox, make batter
games. "l think British developers in
particular seerm to be really good at
mixing up new gaming ideas with a
willingness to exploit technology and
bring a fresh approach to game
development,” he says. “The industry

ure teams

s gradually moving to an outsaurcing
rmodel. At Code Mafia, we offer
developers the chance to help out with
the highly specialised job of grap
||T1pler‘1la.f tation, letting them
on making great games.”




Pump up the volume

Another string is added to the RenderWare bow with the
release of a new audio component for PlayStation2

A s Is the case with most technical
of PlayStation2, gatting to

rips with
can be tricky. Thankfully though, hedp s on

channel SPLU2 sound chip
the way with the release of BenderWare
Audio version 2.0 for PlayStation2. Adding
to the already comprahensive rendenng
and dynamic companents of Criteron's
RenderWare Platform means that
developers should be able 1o accompilish
higher quality games, working within the
same development framework

One particutarty important feature to ba

included in Audio 2.0 is the integration of

| surround sound

e manner. And

to maintain a coharent implementation of
thesr work across all gaming platforms.

Raise the bar
‘Gamers expect the same level of audio in
games as they would for moves, so
developers and publishers need to be able
1o raise the bar of their game sound,”
explains Adam Billyard, Criterion's chief
technology officer, “Our focus is to
ampower developers with the best audio
tools so they can exploit each game
platforms’ unique strengths and features
gaining the maximum effects in the
rinimum time. Using version 2.0 of
NESODErS Can Oypass
e for PlayStaion2 *

RenderWars Audio
the audo learmng our
Ancither key enhancement s the ability

Inout/Outpet

ooassor 10F), nstead of usng the

PayStation2's Emotion Engine

fress up biie

of the Emaotion E

Curse lifted for sound

developing smaller budaget titles, shouldn’t b

taken up dealing with scens management

and tasks such as physics and Al

calculations. Improvements have also been

made to RenderWare Audio’s wave

dictionary aditing and memory

TEnNE0eTe
Buit as an open and modular systam

features

version 2 0 allows devalopers to chooss
whal features they wish 10 implament using
the package's APl RenderWare Audio is
designed to work straight out the box t
requanng as ittle programming input as
possible so audio designers can get Fg

on with domng ther job.

WWwW. renoenwarg.com

You can't hear just how good Asylum's Curse: The
Eye of Isis is but thanks to RenderWare Audio it
should be sounding even better when it's released

More from less

Crytek's PolyBump utility promises to improve the
quality of in-game objects thanks to a clever algorithm

www.crytek.de

The PolyBump Reviewer (above)
enables artists to interactively check
the quality of their in-game objects to
the original high-res version. The man
of the right consists of about 170 times
as many polygons as his PolyBump
version on the left, demonstrating

the power of the tool (above right)

Crytek's PolyBump was developed to
help in the creation of its game Far Cry

ot content with making its game

angine, CryEngine, avallable to licanse
for developers, German studio Crytek is
redeasing a modeling tool for PC, Xbax and
GameCube. Currently working on the
anticipated FPS Far Cry (previously tha X
Iske gemo), the studio claims its PolyBump
tool will enable developers 10 run pre
rendered-quality models in thesr games
while lowering processing overheads

Foundation course
PolyBump does
model as a foundation and ¢

this using a high-resolution

maintaining much of the image quality of
the high polygon model, Taking the two
images as an input, the PolyBump

algonthm calculates a normal map, which
transform the high poly model into the low
poly modal, This map can than be applied
in conjunction with the low poly model in

game. Obviously, it takes much less

processing time to render the lower quality
model, which means developers can have
more better looking models in a scene,
while the fewer polygons per object means
less memaory traffic and faster framerates.
As part of the toolkit, there's alsc a
PolyBump plug-in for 3ds max, which
works in such a way that artists can
continue to use max while the plug-n does
its calculations in the background. Using
the peug-in, artists can save the nomal
map in any format supportad by 3ds max
Other features include support for
merging a bump map with the nomal
map to generate the better surface
definition for in-game objects. In addition
the PolyBump viewer lets artists compare
the low poly and high poly models under
diifferant lighting conditions. Particutar
attention is paid to the performance of
pixel shader technology. Evaluation
copies of PolyBump are currentty rﬁ;’i
avallable from the Crytek Website. =



=32 Lord of the free things

UK: “One of the most spectacular films ever made. .. a movie
sensation” — said the ‘Independent on Sunday'.

“The best fantasy epic in motion picture history” — said ‘Empire’,
*Stupendous™ — said the ‘News of the World'. i
“Disappointing” — said Edge.

It would seem that it's not just the Edge letters pages {and our
online forums) that have recently been buzzing with “The Lord of
the Rings' fever. it's been aimost impossible to avoid the release of
the ‘theatrical cut’ of the movie on DVD, which comes complete
with a preview of the forthcoming EA game based on the movie.
And not that anyone’s taking advantage of blind devation or
anything, but this will be followed, in November, by the DVD
release of an ‘extended cut' version. In any case, we still don't ke
the film, and not just because we didn't get sent any free DVDs,
And you know we're right not to,

We were, though, quietly impressed with Games Workshop's
strategy battle game, and not just because we were sent a free
copy. The rulebook reads like a prirmer for the company's more
advanced products ("'Warhammer'-lite, if you ike) complete with
painting and modefiing guides, but it's entertaining enough in fts
own right. Sadly, owing to pressing deadiines, Edge hasn't quite
got round to painting our ‘Men of Gondor’ yet. But we will.

e Balls to retailers

UK: Those who just can't get enough of Super Monkey Ball wil
be pleased to hear that a range ol videogame toys - already
availabls in the US — are to launch in the UK this September.
Appearing under the Joyride brand and distributed by Games
Central, the range will also include SSX Tricky, Crazy Taxi and
Virtua Fighter 4 characters, all at £10 sach. But surely none of
them will come close to harassing pets with Mee Mee in a plastic
sphere. Call Games Central on 01707 378340 for maore.

Soundbytes

alue of shooting is leaming
iplines in a proper way as
opposed to the ersatz disciplines
of videogames."

Aural affairs ministar Alun Michasl on why shooting
s beifer for chidren than plying games.

“Yep, if you skate backwards with
one of the female skaters, you will
very quickly notice that their funbags
fight like excited puppies in a sack.”
Acciaim's review of Aggressive Inine Siaiting before gaing on to give #
910 in i=s ‘Fumbied” magazine.

“Old Skool. New Skool. Either way
someone’s getting a skoolin’.”
What? Marksting gbberish on the latest
Amencan Sega GT 2002 ads.

“Not since 1066 has it bee
hot in London.”
But Hastings was much cooler, Bam! Ente
Cat Channon introduces Regn of Are o the g




=8 Fishy game testing

UK: Stalk, ghille, line, tippet, drag and flies. Edge was admittedly
a bit bemused by the phone call inviting a staff member over to a
secret location to test out The Virlual Fiyfishing Experience with a
number of expert fiyfishermen. It may not have the added sensory
feedback of Sega Bass Fshing's peripheral but a great deal more
technical and practical know-how has clearly gone into making it
the most comprehensive fiyfishing simulation in existence. A bold
boast. Developed by Virtual Solo Sports, the game lets PC
fishermen determine factors such as a floating or intermediate line
and whether to take advice from the virtual ghille. No release date
is set but Edge will get back to you if the fishy game testing
session proves successful.

3+ Reading classics

US: Nintendo will have launched its GBA Card-e-reader in the US
by the time you read this. To promote the device a number of
cards are available encoded with classic NES titles. Initial games
nclude Donkey Kong Jr. Balloon Fght, Pinball, Tennis and
Excitebike. Although individual cards retall for $5, the Card-e-
reader itself launches with one of the above games, three
Pokémon e-cards, an Animal Crossing e-card and one Game &
Watch e-card game (Manhoig) for $40. Just don't forget to take
out the cards out of your back pocket before the weekdy wash.

=== The fluid doctor

UK: It happens every time, and right in the middle of ‘Heaven
Knows I'm Miserable Now'. Skip. Garbled Mormissey is bad for the
concentration at any time. Which means the Edge art editor gets
o monopolise the CD player with mildly offensive gangsta rap all
maonth. Enter Digital Innovations” GameDoctor CD and DVD repair
kit (distributed by Pinpoint Digital Systems). Put simply, a quick
squirt of fluid and a full rotation in the device and the Edge office
airwaves a3 ce again filked with the unfettered briliance of
Manchester’s most famous miserabiist. Oh, and it repairs game
disks, too. The GameDoctor will launch in September for £30.
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The Sonic Mega Collection: another cynical retro
cash-in, or keeping videogame history alive?

C
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e Sonic boom

Japan: MAME may be bringing arcade classics back to life for PC
owners (see p7B) but there's still plenty of retro packages on the
way for those with a mere console. Sega's Sonic Mega Collection
for GC is to be released in Japan in time for Christmas apd in the
UK by earty 2003. It will feature Sonic the Hedgehog, Sonic the
Hedgehog 2, Sonic the Hedgehog 3, Sonic & Knuckies, Sonic 30
Flickies' [sland and Sonic the Hedgehog Spinball. But mare
importantly, the masterful Or Robotnik's Mean Bean Machine wil
also return to delight new and old audiences alike.

37 ‘Game On'’ for schools

UK: From August 3-6 the Barbican exhibition centre held special
‘Game On' Family Workshops to give children the opportunity to
design videogames. Led by professional musicians, writers and
artists the workshops were incredibly popular and eased
youngsters through the processes of designing a moderm
videogame. Those who missed out will be pleased to know that
the Paul Hamiyn Foundation awarded 'Game On® £40,000 to
continue the scheme into next year, Teachers will be able to
download special education packs that will hopefully encourage
pupils into designing some off-the-wall concepts for the industry.
Go to http:/f’www.gameonweb.co.uk/education for more.

ea Space Invaders World Cup

UK: Developed by Fotis Chatzinikos on his Developers Gallery
Website, the Space Invaders World Cup offers you the chance to
win prizes such as a GeForce4 graphics card and even a
weekend in a Greek hotel. Running until September 30 the
competition uses an update of Taito's classic game and was
developed as an exercise in the versatility of OpenGL Go to
http://www.dav-gallery.com to record your score.

ionhead ew satellite company

Mot a baad move

Price wars

A hardware Christmas bonanza for consumers
Print videogame fanzines

Blessed are the Edge forum users

Can the |n5ustrv be cumbed dom any furrhw’#
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VICTORIA COREN & CHARLIE SKELTON

Site: Steve Mckenna's Bbit Movie Challenge
UHLL httpiwww.monkeon.co.ulk/moviechallenge/

Edge is fairly sure that this \Webshe wn't actually the
Drainchiid of the real Steve Mokedra fram the axed
Chiarmel 5 'Movie Chart Show’, bl we're sl rather
impressed. Like samé modem day Tatrs, 1's based
ot aremarkably simple concepl, yel boasts
consitieratie depth, Unike Tetny, it's fonted by the
wamed wsage Ol a z-kst celebty, B consists of 8
senes of wal, fvo) srmple mutlile chode gqueshons
based on Spectrum or C64 fim tig-ns, Cormactly
identifying all five screenshots or chiaratters wil
grant you agoess to Steve's Hollywoaod galisry ~ tut
be warned; for aach wong adawes he'll spoll the
and of awell-known movie. Cur only corgalant
wodld ba thal guestiona tend to coms round too
otten, but for the oppoftunty o sea Steva's crazy

[ | paving thats & prive we e wiling 1 pay

Japamn: Even if you ignoe the ludicrous quotes Edge
has abtained for import versions of Tekl, the official {
PAL release is expected 1o set you back B substantial

sum. Then again, someone has to pay for the advert..,

Man in ‘Mad Max'-styled environment frantically 4
fires up his machinery, eager for battle...

He steps viclently on a pedal, the machine surges
forward, his hands confidently on the controls.

A quick twitch of the finger and missiles are released
but things aren't going well Tor our virtual warrior. .,

"Rhaaaasaaaa!” he shouts as he sustains critical
damage. Alarms wam of impending doom.

The Tekki logo shows up, followed by the price
(¥189,800), We leave our hero in his crumbling den,
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walls of the alley. It sounds like someone's

sole scraping along the floor, but RedEye
turns and there is no one there, He goes back to
thinking about the dentist. Heads. ..

It is 3am In the north west of London, a
Wednesday morning after a Tuesday night media
launch in a Hoxton bar. Waste of time, Not maaning
to stir, but it was kind of ke Final Fantasy, as it
happens. Interminably dull conversations with
wannabe poets — where's the skip button, damn you
—and not so much a plot as a senes of predictable
svents leading to the same old conclusion. Crly this
time the inevitable ending isn't an epic/interminable
blow-by-blow battie with a father possessad, but
fiirting, a chase for loose morals and double vision.
And a lang, lonety walk home.

The alley isn't really a shortoul, but provdes
daytime respite from the traffic. At 3am that

R atch. Ratch. The sound bounces off the brick

gets horme, at which point he puts on the kettle,
kicks back in front of Rez, stops panting and
starts thinking.

Random encounters are based on chance, and
chance has a bad reputation in videogarmes. In fact,
random is practically a swear word, not just down to
those oft-abused encounters, but a whole world of
gaming pain. llustrate: RedEye recalls a PR person
demonstrating a spectacular vehicie combat
maneypit, [t looks glodous and plays like shit. She
steers around, fiing weapons and pointing out the
beautifully depicted explosions. "It's brillant,” she
says. "So fast and frenetic. You dig, and you can't
even tell wihy. It's totally random.” And she giggles,
tums back to the screen, and screeches her car
around some more inexplicable death. Fointless.
Fiip a coin. Random.

If we can't control whether we'ne successiul at
the: game, therg's not much pont in playing. We

'REDEYE

shouldn't be a consideration, but it is not really
like RedEye is in a fit state fo consider much at
the moment. It is dark, He is drunk. When you are
drunk you notice the small things, and your mind
flicks through them like flash cards, mixes them
with the past and the night. The way the fire
escapes creak as the moad sways, the way she
smiled at the coin and the light glinted from the
anglepoise that made her halo, and the way
chewing gum ground into the pavernant makes
cansteliations on the tarmac. The way it Is so very,
very dark. Ratch, Ratch. But there is no one there
It was heads. it had to be heacis;

Ratch. RedEye quickens his pace. Ratch,
once more, louder this time, a scuffie of leather and
then they're in front of him, Wouldn't you know it?
A right written from start to finish by the serial
sequentiaiopaths from Square, and RedEye
finds himself in a random battle. They pauss;
goodness, it might even be tum based. Twao in
front, one behind. RedEye weighs up his options.
Selects 'fleg’. He runs.

And that's it, sadly, There is no dramatic end to
the story, though a flourish of words could produce
something cute on the page - and let's not pretend
RedEye isn't thinking of embelishments as his feet
take fiight — but that wouldn't be fair. RedEye just
runs, dodaing to the left of the two, across a road,
and far away. He doesn't stop or turm around until he

A sideways look at the videogame industry

cannot duck a punch we don't know is coming,
which is why so many peopie find Sguare’s random
battles so ofiensive, “Bul that's real life," RedEye's
devil's advocate smirks, “You've no idea what's in
the alley.” Fair enough, but actually, 2 substantial part
of Final Fantasy's imitation comes from random

wasting a few more minutes of your life chasing
fractional power-ups. But you can't select ‘fies’.

You see, just like the apalogists explain, the
fights are necessary to level up, a ot ke saying that
in order to meet an attractive dentist you have to
contrive a cavity, There is always Anather Way.
Total scripting? There is an argument that suggests
combat should be carefully constructed, that every
fight sequence shauld be balletically conceived and
played out as clinically as a Hollywood blockbuster.
That vision leads to everyone getting the same
controlled experience played out by automatons,
and, insofar as a panting, shaking RedEye can see,
that isn't the answer either. We don't want to
gliminate the Lnexpected, just to be fooled that it's
worih something.

It's simple. We should be hypnotised by
circurnstance, always under the impression that
each battle is a deliberate test from cunning coders;

that we are to blame for the situation we find
ourseives in, and that when we are dismissing foes
we ane eliminating something of substance, not just
making up the playtime by chewing on the same old
combat gristle. Tonight wasn't scripted, but it wasn't
exactly random, either, it just had a measure of the

“We should be always under the impression that each battleis a
deliberate test from cunning coders; that we are to blame”

encounters' lack of randomness: their presence isn't
randam, just sickeningly nevitable, When you are in
opén ground, you can count the seconds between
them, and just as you exhale, the screen swirs,
there's a brief loading pause, and you're stood on a
field with three impeccably polite monsters wailing
for yout to hit them. Select fiee?

RedEye thinks. You could call the combat
random: beneath the pretty colours and swrling
summeons there are a thousand monkeys rolling a
thousand dice to find out if you hit or miss. The odds
are weighted so much in your favour that they are
rarely life threatening, just a tedious number exercise
to boost your character’s statistics. The odds are so
weighted, in fact - they have to be, because even
Square are aware that random death is much worse
than randorn combat — that the enemies amount to
cannon fodder. The fear you get for the visual swirl
that signals another battie isn't one of death, it's

unexpected. Tonight RedEye knew somathing was
coming, perhaps thanks to the same sixth sense
that failed him for the coin last month, or more likely
just an assallant lacking grace, subtiety and quiet
shoes. More than that, tonight it was RedEye's
choice to get drunk, his choice to go down the
alley, and his choice to run. A real world neutered of
every danger would be a poor, stoic place, and
replicating that sort of things in games is good -
the feeling you get wandering around the town in
Sient Hill 2, for example. But being mugged Anal
Fantasy-style every time you head out across open
ground, foroed to take part in a five-minute combat
charade s0 you stand a chance against larger
enemies later? That's not adrenaline, not even fear.
It's just inevitable. Flee.

RedEye is a veteran videogame journalist. His
views do not necessarily coincide with Edge’s
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erhaps videogames have hit a brick wall.

Perhaps they are in their decadent period,

desperately drawing attention to themselves
by superficial tricks but ultimately, and secretly,
convinced of tha impoverishment and exhaustion of
their traditional forms. The decadent period amaong
artists and writers of the late 19th century gave birth
0 a new aestheatic flowering in modamism. Can we
hope that the same will be true of videogames?

| am playing TOCA Race Driver. Now on the

one hand it is e for driving games that an increase
invisual quality - al other things being equal —
means an increass |n the pleasure to be had from
the game, since the exhiiaration of speeding
through well-modelied and detalled environments
is central to the genre. So | am not unduly womsd
that, essentially, this is TOGA 2 prettied up. | am
happy to believe that there is more hardcore
physical modediing going on under the hood; and

TR

the sheer brutal refinement of the game's racing
philosophy, its all-encompassing noise, the way
you can almost smell the petrok: al this is just fine.
What does worry me is the fesiing of desperation
about the narrative that has been balted on. Its as
if to say, "Wel, hell, where else can the driving game
go7? Search us. How about we pretend you're a
to avenge his father?”

Wel, why not? I've been a bestubbled, lantem-
jawed young punk in mons games than | cars o
might bie that the disjunction batween what you do
In the game — stare through a windscreen and Try 1o
hold the racing line —and what ‘you' do in the cut-
scenes is simply too wide. The ways in which we
can play with character in videogames are limited
enough in most APG or exploration games, butina
driving game they are ciose to nonexstent.

Another reason — and this is what gave me that
whiff of decadence —is the hard imitation of the
gama's ability to comment on how you drive. During
one early race | said helio to a gravel trap on the last
lap and watched the other cars spead by me.
Rather than hobbie in t2st, | decided to play amund
with the damage-simulation systemn, dnving back
and forth around the last segment of track and
crashing ntc walls as often as | could. Soon the
racetrack was Ittered with body panels, sprockets,

Slev

broken glass and bumed rubber. Satisfied, | finally
drove over the finish line, Did my kindly Cockney
manager say a single word about my uttery bizame
and imesponsibie behaviour? No, of course he
didn't. So why shoukd | suspend my disbeliel in the
game's sirenuous attempts at narrative for a
mament longer?

This is not a new problem, and as | have written
before, it seems to be a fundamental bust to the
dream of videogames providing ‘interactive stares’,
at least untll some major revolution In artifical
intefigence happens. But every year that goes by
when that revolution doesn't happen, while so marny
other things are geting better — visual quaiity,
technical skill - is ancther year down the decadent
slope. Games are fiddling while Rorme burns,

Mors decadent yet is the GameCube remake of
Rasoient B, Now It can hardly be denied that in
temns of its visual aesthetics, this is a game of

astounding gothic beauty, The lightring flashes
through the lsaded windows; the pervasive sense
of decay and dread in the plush and - yes —
decaden! architecturs of the mansion; the aimost
melancholic character of the zormbies' expressive
shuffie; the exquisite sound design and beautitul
musical soore; all thesa things are worthy of the

cinematic viewer, Maybe. But It's also very anneying.
Even if you like Residlent Evil [perhaps you have a
door fetish or something), it must still be admitted
that a remake of a six-year-old game that offers a
few nice new arsas and refigged puzzies but uttery
falls to update the central play mechanics is a game
that is turming its back on the future and walowing
dacadently in past glores.

Other decadent games? Look around.
Wave Race: Blue Storm: a calculated, luid
assault on the memaory of the onginal’s elegance;
a loud ultra-Americanisation of a classic game.
Agent Uinder Fire: a riot of colourful, prescripted
modent with no real action. Dead or Alve 3: a
cynical attempt (o attract fittle boys to demo pods
in Dixons, Decadance in videogames means
avaiding the ovious problems: not fixing the
engine but respraying the body, We'll still have to
pull levers and find keys but, so the decadent

RIGGER HAPPY

ven Poale

videogarme imagines, we'll be happy if we have
bigger guns, better lights and more leaves on the
trees. Or; ke, a really good story.

Decadent videogames ane by no means
bad games per se; but they lack artistic honesty.
1t is possible, indeed, that things wil have to get
worsa before they get better, that decadence will

“The decadent period of the 19th century gave birth to modernism.
Can we hope that the same will be true of videogames?”

highest praise. But the game stil plays ke it did
the first time round on PiayStatior). Oh, so | have
the: fancy new 180-degree tum now7 Thanks.
That will take my mind off the fact that the game
Is still a notorious tissue of incoherencies: one-use
objects to solve brain-dead 'puzzies’; the hysterdcally
dumb inventory-management system of ‘tem
boxes'; the retrograde control system (it's ke
Devil May Cry never happened).

Maybe there is an argumert to the effect
that Resident Bal's idiosyncratic combination of
controls and camera angles works to create a
kind of Brechtian aienation in the player. The fact
that | view my avatar from the other end of a long
comdor and so can't see the slavenng undead
beast | am trying to shoot makes me ponder
constructively the very artificiality of the wdeogame
form and my dual role as ludological player and

EDaGE

have to reach a brillant, seif-destructive pesk.

In that respect, maybe the scorched-earth policy
of a Kojima, a genius close to sall-mmoiation in
hs apocalyptic personal cinema, i§ a sign of fight
at the and of the tunnel.

S0 here | sitin my velvet smoking jacket, keafing
languictly through a volume of Oscar Wide's
witticlsms, and wondening when this decadent
period — of superficial invention and a desire to
dazzie, to distract or to shock above all else — wil
evertually pass. Sofdier of Fortune II? How perfectly
outrageous; daring. Doom i Looks very nice,
doesn't it? In the heat and humicity of a late
summer, | try 1o stifle a yawn,

Steven Poole is the author of ‘Trigger Happy:
The Inner Life of Videogames' (Fourth Estate).
Email: trighap@hotmail.com
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s usual, I'm so busy and | feel 50...
frustrated. When | fel frustrated, my
organisation gets dizzy, that has a temble impact on

my work. That can't continue, so it's a good
opportunity 1o sit back, and take a fttle time 1o think
about a few things. So I'd fike to tak about the way |
handle my team, combined with how | lead the
game creation process. Let's start...

Nat understanding something and not realising
something are two different things. | think you can
fedl the difference. ‘Not understanding somathing’ is
about you — it’s active. | mean you don't understand
something, and it is up 1o you to make the discovery.
‘Not realising something” is very different, as it means
you have no perception of your amironment.
Imagine you are wallking and there is a stone in front
of you on the road. if you notice it you can avoid it,
but if you don't you could fall.

Ancther fime, | found someone was taking too many
vacations, but | thought thes was because of the
interse worke. It was ke | was making an excuse for
my own lack of reaction

| should have spoken. In the first case, we
ended up with a result that was completely different
from the initial design, and we needed to remake a
large part of it In the sacond example, the increase
in vacations wasn't motivated by the intense work
but because he was unhappy. One day, the man
came to me and told me he was leaving the
company. | should have reacted sooner so we could
have talked and tried to help him. Since then, | have
decded not 10 let anything pass, and 1o react
immediately. That's why | needed to explain the
difisrence between not understanding and not
realising something. .

Another thing. Don't change what you have
decided immediately in reaction to an event... but if

AV OUT

At the workplace, | always think about limiting
this kind of accident but sometimes you just can't
prevent it. The real problem is the reason wy. If
there is a member of staff who has not noticed the
stone, | can't criticise him for that. There is not much
you can do about it. Of course, you might warn him
1o pay more attertion in the future, but there is no
sense in getting angry. However, if the reason is that
he has paic no attention to the environment at all,
well, this is another story. If this happenaed, he would
be told off by me. Why? Because people who use
the reason of not having noticed the stone to explain
their accident are often the people who did notice it
but, because of a lack of courage or wil, just
accepted that they would fall. it was too demanding
to avoid it. | think this is a big issue. They don't give
much importance to their work. | can't stand this.

However, | can't say | don't understand them at
all. When you are in a very busy anvironment, you
need an incredible amount of power 1o deal with
your work and that of everyone else at the same
time. If you are imesponsible, you could give any
reason for faling, but this would show a lack of
respect for the other people. This could even be the
start of a fight at work. I've had that experience
mysedf in the past. Once, | felt that what someone
was doing was in fact different from what was
decided initially, but, because | fait that making any
remarks would lead to trouble, | let him carry on.

Toshihiro Nar Iy esident, Amusement

YOU are Sure you are wiong don't hesitate for one
second. | know this sounds strange — | mean, these
are two opposite things — so I'd ke to explan ths
Clearty. First, there is a way for everything. Time goes
by and work goes on. You don't know if the work is
going smoothly or not, and you nesd time to

that he made the decision, and listened to the
opinions of people around him. He demonstrated
that he cared what his team had to say. The bad
thing is that he changed the rule too easly. In reality,
you can't expect to make a rule pleasing everyone.
There is always a problem, for example “let's
increase everyone's salary.” But come on, if a
majority accepts it, there is always a minority
opposed, but you can't then change a rule every
time you hear someone complaining about it.

The job of a team leader s to provide
mairtenance in realtime, to imit friction. if you
fesd something s mpossibie or problematic then
you need 1o react. Even if you need to let some
time pass before you do anything, you can't let
something bad last too long; you need to address it.
It you don't react fast enough, it could have a
detrimental efiect on the team's motivation and siow
things down. So, first analyse, then make a decision,

hear the reaction and stay cool. This is a formula,
and it applies well to the game creation process.
Thera's something | would like to say. What to
do with people who don't realise anything? First, as |
said previousty, | think many of these people really do
realise, but don't want to react, Bul there also

“First analyse, then make a decision, hear the reaction and stay cool.
This is a formula, and it applies well to the game creation process”

evaluate it. To analyse the work, you need data, but
if there Is none, you simply continue to work

However, if you have reason 1o believe things are
going wrong, you would think that the next step is to
address thesa issues. Writing this, it seems very
simple but in reality, as always, it's much more
complex. For example, when a problem happens,
you make a decision to solve it. Because it is not
easy to get used 1o this new decision, others will
counter with their own suggestions. To ease
problems, you need to accommodate those
suggestions from others, and you make more
changes, and 80 on... in the end, you would have 1o
drop the changes entirely.

A waste of ime, and you are right back at the
start again. So what was wrong in this process?
Analysing it, the person who made the rule did cne
good thing and one bad thing. The good thing is that

EDGE 11t

peopie who genuinely don't realise anything. In that
case, you need to spend fime improving that. You
chack every one of his tasks, and you spend twice
the energy you would spend on others, The person
may think this is useless or restrictive, but the point is
to not lose more time at the end, In time, this wil
develop into a form of trust so you don't need so
many checks, and everyone saves time.

My database is filed with so many of these
issues. | store my successes but also my faiunes so |
can avoid making the same mistake in the future.
This is important to guide me. Sometimes, | feel like
I'm thinking too much. But to make a great creation,
you need a good atmosphere, a good dynamism in
your environment. | think this kind of philosophy is
mportant. Time to go back to work. See you again.

Tasfﬁn’mNagudwh’spmst;mro!M
Vision, formerly Sega subsidiary Soft R&D #4
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ow, | don't want you to think | have a

one track mind, but, well... on May 16,

2002, the Final Fartasy X online service
began for real In Japan. It's a litte embarrassing,
but this is still the only videogame | have in my
head. | can't shake It. My passion won't cool; it
remains intact, and | am addicted. | sit alone. | play
silently. It is my everyday life. For monihs |'ve been
waondering why | can't break away, and then all of
a sudden, It came to me.

As you know, Final Fantasy Xl is an online
RPG. Well, you should know by now, not just
because | can't stop myself from talking about it,
but because the MMRPG as a genre is very
devsloped overseas, with a large number of people
going online to participate. The start is simple: you
access PlayOniline, register a few details, and then
complete the process to create your character,
Then it gets interesting, because you can enter

the swords-and-soroery word of Vana'diel to
becoma one of its inhabitants, just one adventurer
in a world of heroes,

Quiickly, you meet other adventurers — real
players, just ke you - and join fores to defeat
harder enemies, As you solve mysteres and fulfil
quests your adventure get bigger. In other words,
Final Fantasy Xl is a very orthodox or basic RPG,
but with a simple, single twist, just ike Sega's
Phantasy Star Oniine, If you extract the gaming
part from sither game, you would have an endiess
repetition of tasks. It is so orthodox that they
would be rapidly boring, But in my case, | enjoy
playing Final Fantasy Xl everyday. Even without
the game part of it, | still log on to Vana'diel. | am
stil addicted. Why is that?

It's the simpile twist, of coursa. On the other
side of the monitor, thera is someone. Yes, after
many months of meandering columns, I've reached
the conclusion that some of you perhaps already
suspected: the kiler feature of oniine videogames is
the human contact. It might seem obvious, but it's
worth looking at in detall. When | can't defieat a
given enemy, I'm forced to make contact, to form a
party inciuding several other adventurers, If | don't
have the necessary information or items, | can get
them through contact: this time by exchanging
things with other people or by using the game's
curency, Gul, to go shopping.

And there's more, If you mest other adventurers
with the very same skill, hobby or playing style, you
can form a ring shell, a group, a guild, a clan, This is
a more social aspect, and Vana'diel, s shaped
thanks to that, the communication between people.
People chat oniine using messages. Does that
remind you something? Anything? Come on, you
can do it. Yes, that's right: talking in the game is vary
much like the real world. However, and this is
something Important to me, here you can get over
the limits of your everyday life. Rememiber that? |
barsly do. There are no barmiers any more, no
discrimination. That said, there is still a social
heerarchy: if you encounter a very skiled and
charismatic person, he or she may becorme the
leader of the group and start giving orders. Others,
loners, may prefer to go at their own pacs,
absence of companionships defines who they are —

| really love the people, too, those who live
in this world. | even still communicate with the
people | met at my very first party at the start
of my involvernent in Anal Fantasy XI. At least
when they rstum my messages, that is. My
experience and skills gat higher; | chain-iink batties,
and | have become a veteran. And, as | come
through battles with pecple, the friendship gets
deeper, stronger. .. and all that without me knowing
anything about them, without seeing the true
face behind the artificial character onscreen.
You know what? | don't care. | don't even think
about it — we don't need real ife, since we are
happy in this fake one.

All that said, there are some peopie | would
naver like to be with in a party, just like in real life.
I love Vana'diel, but you don't have only good
experiences there, and some evenings |'m left
with nothing other than bittemass. In turm, that just

T TOKYO GAME LIFE

yjima, sub editor-in-chial, "Game Wave DVD'

they have made a choice 1o go alone, even when
there are other people to play With, and that's
something that would not be possible without those
peopke there in the first place. Above any feature of
the game, the most important thing is there is
someone else on the other side of the screen, even

makes the thrill greater, the positive expeniences
into even happier imes. What kind of adventurer
am | going to meet today in Final Fantasy X7
What are thoss great guys | met yesterday doing
right now? Ch, | remember, there was that one
friend who made me a promise that he would

“Talking in the game is very much like the real world. However, and this
is important to me, here you can get over the limits of your life”

when they're not actually involved. The most
important thing is the fesling that there are others.

So, In addition to your real life, from this moment
on, you have another one. It Is a fresh start, and it is
taking place everyday in the artificial world of
Vana'diel. Little has been set in stone by the
developers or the producer of the game. The users
are the heroes of the game, and they make it
happen, maka it alive. Of course, thers is some
structure — in arder for the game to run smoaothly,
monsters and NPCs have to exist somewhers. But
this has been done in order to give Final Fantasy X a
gaming image. It's nothing to do with making it more
interesting directly, it just causes it to be so: it's
designed to push adventurers forward so they
spread all over the word. That's why I've been
travelling across Vana'diel for six months now and
that's why I'm still travefiing, and that's why | can't
stop writing about it.

sell me “one hell of a sword.” You make
appointments. You forget some. In this paraliel
world, experience and events accumulate and
overwhelm you rapidly.

And that's the greatest thing, becauss
Final Fantasy X thrives on relationships, and your
relationships five or die according to your own
actions, just ke real ife. it is a second canvas,
where you can leam from mistakes you made
on the first. That's why | can't break away from
the game, because the relationships in it are
Important to me. It's a happy conclusian, though
perhaps it arises from real world melancholy.
That's my Tokyo Game Life, or, maybe it's my
July Kingdom of Sandoria Gamea Ufe. increasingly,
t's becomning difficult to tell

Lupin Kojima is the sub editor-in-chief of ‘Game
Wave DVDY, part of the Famitsu publishing portfolio
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incoming electronic entertainment from across the globe

most wanted Edge plays online devil's advocate

[Xbox) Microsoft

Neocron (PC)
Unlimited: Saga (PS2)
Shaun Murray's Pro
Wakebaarder (PS2, PS, Xbox,
GC, GBA)

€ .

= Vietcong (PC)

2

g Delta Force - Black Hawk

g Down (PC)
Ghost Master (PC, Xbox, PS2)
Super Monkey Ball Jr.
(G8A)
Prescreen Alphas (various)
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Predictably, extended play of pre-release code
reveals another excellent adrenaline-filled ride

The track designs in Racing Evoluzione are
particularly awe-inspiring. There's a real sense of
depth and solidity and elevation s worked in well

[ | heysaris 1576 and Night Driver is
1 T ‘ launched by Atar. One 'car', one

L] irack
developers have been thinking up new ways

to entertain car racing enthusiasts. Turbo

ourited weapons, pit

2 wilh Oew

g opers, il seems
ither go for the easy immediacy of

2arnty thought iong

ut for Racing Evoluzione

don’”

collect cars; you actually builld a brand.
From choosing the logo 1o inspecting your

and cluttersd garage,

oom full of
power vehicles as proof. As you win races,

and move up the corporate ladder, your

SUIT dings will chan acoordingly

Eventually you'll even have a plush of
and a flitatious secretary.
R

or than colie tuning cars

the emphasis is very much on the evolution




Oider cars are not merely sold off to provide
momre capitalfor fas
Diueprints are put back onto the drawing
board and transformed into something
slicker and speedier by your R&D

department. There are four main stages

of evolution: roadster, sporis, supercar

Lre the game including
Lotus, Ford, Dodge, MG and Mitsubishi
And, thankfully, deformation and damage
will be fully implemeanted.

The build Edge has experienced is vary
convincing indeed. Handling is not quite as
sophisticated as in Gran Turismo

but it

driving games
these days. Howsver, there are two major
miggles that could spoil the final game

“Handling isn’t quite as sophisticated
as in GT, but it delivers an immediacy
and sensitivity still sadly missing from
most driving games theése days

First, rival cars tand 1o bunch up and there's
sense that a realistic competit

Sin Lor Sefection

progress. And second, racing punsts will xe
.“i‘l'hlki-q.-ﬂ-lh_' baa

blanch at the ‘boost’ function which sees
rival cars siowing down whenever you make
a mistake to ensure you can still catch up. In
a three-lap race this necessarily means that
only the last lap has any significance
However, the game is still undergaing
balancing and the leaming curve will
hopefully re standaras sal by the
gorgeous track design and visuals
evident throughout the title.

1 the

Format: Xiont
&I Info.grarrios
per: Miestone

i nigin: Haly
February 2003

Previously n E11:

Although the game is more about building a brand
{evolving your vehicle is merely a case of clicking on
the design scheme you prefer), thers will be a few
tuning options in the garage. The handling is sturdy
and responsive, though rival cars tend to bunch up

Designers’ republic
\ keen to



Format: PS2, Xbox, G

Publsher. TDK Mediact
Developer: Vicious Cyc
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Rekaasa November (PS2, Xbox), December (G

Preview code of Harmony Gold’s massively popular '80s cartoon series arrives in Edge’s office.
It may fail to reveal any surprises but it doesn't uncover any potentially disastrous elements, either

ome of you will

EMEmDer awailing

each televisual instaiment of y

@

‘Robotech’ with the same level of

anticipation you would later reserve for the
recorded delivery from your favourité mail
order importer. Edge certainly hasn't forgotten
and as such the prospect of an interact

version of the US cartoon senies has bee
very long time coming

Played over 15 levels, the game begins
with a considerable cut-scene detalling the plot:
the devastating global war which looks sat to
ensure the extinction of the human race; the
crash landing of the SDF-1, a giganitic alien
vessel whose discovery unites the world's
nations; and the inevitable subsedquent
confrontation with its owners, the Zentraedi
warmior race

The type ol mission includes sky, city and
outerspace batties and all offer prmary and
sacondary, non-linear goals. Regardiess of the
type of sortie you can alternate betwesan your
mech’s modes using the d-pad — plane and
robot modes are salf explanatory while the
‘gusrd’ option s somewhere between the two
and, among other things, allows you 1o pick
up and camy ftems.

The battles Edge got involved in recreated
the series’ chaotic (though stylish) sequences
with aplomb. Indeed, every element of the game
appears faithiul to its inspiration — even down o

For the city environments, guard mode (above) is
preferable to zooming around in plane form which
Includes a (decidedly tempting) boost function

Inaividual missile types and every sound efiect
(sampled from the original soundtrack)
Edge should get the chance to kick more

Zentraed| butt (in its final form) intime fora 1=
o é 2
review next issue, U=

i,
)
g

Your main weapon is a machine gun (there's a sniper mode
useful in urban envi ) while missiles make up the
secondary armament, The triggers offer evasive manoeuvres




Haegemonia: Legions of ron = _

A surprise contender in the space strategy field aims
to achieve hegemony over its higher-profile rivals

joined st the fore
by Digital Reality of Hung

ry (impenium

Galactica If). The standard of technology at
this Budapest-basad developer—IGH won a
BAFTA for its music, while Haegemonia's
visugls are to die for — is matched by its

antion to detall and cear

ign. Nottor

scrupulous a
approach to

of work ethic that has seen H

too much 1 rly, Digital Reality has crafted
two campalgns which gradually introduce the
deeper elemants over the course of some 30
able to
ting small groups of

missions ¢

get the hang of dinz

fighters thr

2, Gnly later having to

deal with the subtleties of using the third

dimet

control of

panets

ana cor
though, with scc

commar

competantly

N 10 design cuts

s0me de

the wt

Ing: y

cale for easy visual

nala

assessment. Equally,

remaining integrity with Ing polygons: not
quick tactical decisions.

sent difficutties

realistic, but enablin

with pubi

with the s:

ambibous, lechrics

promptly. And while Haeger

vor't storm the sales charts, t

knock a developer which ciearty knows
which way the galactic wind Is blowing

Froinn net i

Space stations are crucial tactical pleces - sometimes
controlling an area with a statlc force |s a mission-
critical objective (top). Of course, blowing stuf up Is
always fun. And Haegemonia certainly doesn't forget
that games should be about fun, after all (above)

It's full of stars

Things have come

While the screenshots here scarcely do the game justice when it's in motion, it's still possible to get
some Idea of just how lavish the visuals are. Each effect in Hasgemonia is custom-designed by hand
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- COV

Neocron e
i Germany

Falsase: Out now (beta)

It's a MMRPG. It's an FPS. And it has elements of ‘D&D’.
Not unlike Deus Ex, then. Only far more sociable

any ssue of "20(
oken cities

radicactive wastelands, trenchcoats and

np-off novel; huge techn

hovercars. That, of course, is mostly
imelevant, since Neocron is a MMBPG, and
the truly Interesting stories are supposed to
arise from within its commurity,

In fact, caling it a MMRPG conceals a
good dea

also hes

of Neocron's uniqueness, since its

acronym

resitime, and

you inflict is t

atistics, actually infiictin

unwielch
gdepends on your abllity to hit the target,

which depends b

iy on typical

mouse/keyboard FPS skills, Fights can
involve dozens of players and countless

monsters at onc

and while there will clearly
to workable fights, the

De some size
developer is reluctant to give a number.

. Players must

w

rt which
affects ther chara s development path. it's
all pretty salf-axplar y Stuff — "tanks’ are
strong anc geod with weapons, while the spy
character model is weaker but good at
hacking. Each of the broad 'D&D"-style stat
urther abllities, which

categories is spit in

must be upgraded with expenence points.

of Deus Ex, perhaps, and the blend

PGand FP

\oOKs as
rhaps not as

Xahe.

d is fragile -
Edge’s first-day ¢ nstration had both

connection and stability protl
majority of the tour had to take place Inan

5, dnd the

unpopulated world - but most PC gamers
s will expect and ve with that, particularly
on something as hard to playtest as this.
3 fand

which should pn

Neocron's seedier aspect is shown off in its red-light
district, with the seedy thrills of peep shows and
player vs player killing on offer to intrepid tourists

Hence Neocron's current open be
COVErT
MOoSt pe

a product of

oment. The key to

Sampia a world that's

passionate de

success will be in h

e same amo

SSION; W

people, Neocron's es will no

"As with most MMRPGs, there are two sides to Neccron - the game, and the social aspect - but Neocron's
firstperson action may well prove more of a draw to gamers demotivated by typically stat-heavy combat

to the grandeur of the setting.
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_Unimited Sega

A novel fruit machine-style combat system and an eccentric graphical
style suggest that Square is still going out on a limb to entertain gamers

quara has had mixed fortunes over the last two years, Its

S fl-achised foray

company accountants a few headaches, while succ

he

) fiim-makang s no doubt still caws

3 Tor the
Final Fantasy X1 online expariment is far from certain, So it’s interesting to see
that Unimited Saga, the latest ediition in an RPG series that started out on the
Game Boy in 1989, is not a saf
axperimental oddity

The plot is standard stuft. Her
through a standand mythical realm, searching for seven artifacts which have
the power to bring about a new golden age, However, as the screenshots
show, the visual style is stunningly

by-the-numbers il out, but a rather

Yy and nis moiher Laura ane on a quest

offbeat, Mixing near-monochrome 3D

backgrounds with intricately an 20) characters (gach wamor has a
differant set of animations depending on what
W[
Key sCe

they'ra carmying) and lush dramings of
iC focatic
the look of a lavishly llustrated storybook

5, the designers are going for

The at system is similary innovative. No

Producer Akitoshi Kawazu is a Saga veteran
joined here by several notable Final Fantasy
luminaries. Any game that takes the road less

travellad away from ‘realistic visuals® is welcome

maftar how many combatants are in your party
(you pick up alies as you goj, you only get five
moves par um, When these are picked, & fruit
machine-shyle real spins 10 decds the strength
and accuracy. Each has a hit gauge (effectvely

Sound |unkies will be pleased to note the game's ; ) = ;i £
support for Dolby Pro Logic Il music and effects amour points) end a e gauge (health) -
a sight shift away fom the ondinary. —_—

Format: PS2, Xbox, GC, GBA

“March 200%

After skateboarding, snowboarding, surfing, BMX and MotoX, it's the turn of
wakeboarding as Activision’s O2 extreme sports range continues to expand its horizons

’—‘ akeboarding may not be the first sport you'd consider as a
1
\".’/IUJ paotential candidat ‘e treatment but Edge first

Ll played Shaun Murray's Pro Wakeboardie
surprised at how well the concept appeared to work. A few months on and
things have improved firther

3y s yaar and was

Ag with the other O2 tithes, Shaun Murray is joined by a sslection of word
class competitors who spend thelr fives trying to get him off the top spot. The
g
85 a cComprenansve repertore of mcks,

variety of real locations from the Pro Wakeboard Tour as well

It's currently a compalling ride, with the trick system familiar to anyone
(2 range. One interesting a

Spect is the

ability to let go of the tow cable, go off to gnnd the top of a boat, for instance,

drop back on to the water and grab the leash

el BACKSIDE BOARDSLIDE 10 RALEY/!, M
bacx (assuming : g \

boat, of course). Its a clever way of ensuning the
experience doesn't feel overly restrictive by

al
A further attracti

o a little more freedom of movement

The experience isn't as restrictive as you might
initially fear — letting go of the leash to go off and
do your thing for a bit fesls particularly rewarding

3 prospect Is the offer of
simultaneous twoplayer action, with one of

FRONTFLIP 70" MUTE GLIDE

you controlling the b S rewarding

as being t keboarder, true, butit'sa

welsome addition nonetheless

Early code 8 promising and Edge will ;_t_;}
o e e (P
uelokespancioseayeonthisone. L=

Edge obviously requires further playtime to draw
definitive conclusions but early signs are good
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Farmat: PC

Vietcong

Recreate those dramatic Vietnam film moments in what is shaping
up to be a quality FPS. Barber's ‘Adagio for Strings' optional

olonel Kuriz, Captain Wilard, Private Joker, Sergeant Barmes,
@ Sergeant Biias, John Rambo. [t took some time, but film-makers
eventually felt able to sensitively portray the Vietnam war, before
turning it into a backdrop for propagandist action movies. 'Yet soitware

publishers still find it a touchy subyject. There have been one or two, of
course, but it takes a thick-skinned company such as Take 2 1o really do the
war justice. and probably generate a few headlines in the process.

Pterodon has clearty been watching such films assiduously and, more to
the: poinl, current code is robust and captures the tension of junge warfare
well. Unsurprisingly, cover is provided by a variety of vegetation. A fiving,
breathing forest has been depicted well and the detail Is breathtaking, Levels
are open yet still retain a crushing sense of claustrophobia, Whispered voices
and jungle echoes kesp the player very much on
edge and when a bullst shot does ring out the
initial reaction is fo dive siraighi to the ground

Like Cperation Flashpoint littie damage can
be takan bsfore axpiry and teamwork s crucal
for progress. Health can be restored, for instance,

The jungle warfare is very tense indeed, with
sounds and bullets echoing around environments
with alarming authenticity. Survival depends on
teamwork, although berserk rampages can also
pay off for the very skilful, or the very lucky

if your medic is still alive to tend to the wounds:
With over 20 misslons, including hill assaults and
river boat attacks, Vietcong could be very

absorbing. Edge just hopes the possible

- I Music from the period adds extra atmosphere,
ackdition of guicksaves does not spoil the

.

A

o] and guess what? Pterodon is even throwing in a
good design evident elsewhere. (== sniper weapon to distinguish it from other titles

Fun‘_lal : _PS2. X¥box, PG

DeftaFoce —Back Hawk Down ==

~ Release: Q4 (PC), 2003 (PS2, Xbox)

The Delta Force series looks set to benefit from a historically
authentic military campaign and upgraded Comanche engine

1 he latest instaiment in the Osita Force series is not, as you might
WS T anficipate, based on Ridley Scott’s film, but actually based on the
book, the film and the historical background to the events depicted
in the book and the film. t's even being developed with the assistance of two
real-ife Delta Force veterans — one of whom actusally saw senvice during the
Black Hawk Down campaign (and indeed aiso advised the makers of the
filrn). Such versimilitude throws up its own problems of course — keeping a
blend of weaponry that is both authentic and retains fan favourites from
previous Delta Force titles, for exampla.
Another problem is getting the anemy Al to reflect the disorganised
tactics of the Somall warlord forces — which is the bit of the game that still
requires some work. Otherwise, it’s Inoking very promising, with an enhanced

version of the same engine usad In the
developer's Comanche fitles enabling some
positively huge {and appropriately authentic)
environments. The opening sequence, seen
from the vantage point of one of a flotilla of
helicopter gunships is particularly atmosphenic,

The environments featured in Black Hawk Down
are impressively large - allowing for some
atmospheric set-piece sequences from the back
of a number of vehicles, such as the initial
helicopter ride to your first destination

and work is currently being undertaken to
ensure that streets are suitably rubble-strewn,
It's also besn announced that the PC and Xbox

versions will each bensfit from oniing multiplayer

modes — though as yet there's no word 5 P
regarding the PlayStation2 version, L=



Format: PC, Xbox, PS;

Ghost Master

-)r‘lé}:‘n Uk

Foleass: O4 I- , 2003 f*ﬁux. P52

Previously n E1 1

Teach ghosts to pong out a room, run rampant through corridors and put
the microwave on the blink. Ghost Master is clearly for the mischievous

t's one ot those ideas that you can't believe hasn't been tried
” befors, Edge's first preview of Ghost Master (E110) revealed much
about the lone and humour of the game but there were worres
evel of fiexdbiity within the systemn

The good news i that Sick Puppies is ensuring that depth is layersd
into the game by gving the player many objectives, each with multipls
solutions. Indesd, mortais must be subtly manipulated and scaring them
witiess will only lead to faillre. In an early scenario, based on ‘The Evil Dead
movie, an ancient tome is lockad in a basermant and must be discoversd
by the spooked humans. A key is hidden but you can draw a mortal near
1o it using & Fascinate spell or aven move Il around telekinetically.
Alternatively, an Apparition can draw a braver member of the posse to an axe
thal is hidden outside in the woods. if the
montal’'s nerve still holds out the door to the

about the

basament can then be hacked down
Solutions largely depend on which ghosts
your select from the 'bench’ for each level, and Many of the misslons Involve freeing ghosts who
can then join your posse. Completing tasks
aliows them to gain new abilities, so It's In your
interests to form your favourite dream team

it's unlikely that any two players will finish the

game hawing used the same technigues. The

formula is open to great customisation and

you can gepend on expansion packs i the

The : % 9 game |akes off. Expect Ghost Master t¢

use an P babble in -
their communications, but the wavy lines above Quistly Créeed iINtD popular CONSCIOUSNESS f‘ _,_—,‘
the heads indicate how scared they actually are come its ralease day. ==

—__ Origin: UK
Release: 2003

Super Monkey Ball Jr. ==

It's Super Monkey Ball, but on the GBA. And not in some sort of
bastardised top-down form; in glorious Mode 7-style 3D

ha handheld conversion of Amusement Vision's monkey
T masterpiece was slightly sidelned at E3
reai-ite (well, polygonal at least) Monkey Tennis on more acvanced

, largely by the prospect of

harciware, The techinical promise shown by the UK-developed port was
though, duly noted by members of the journalistic fFatemity, shortly L
somesns handing out freé T-shirts captured the colliective aftention. But
having had the latestversion thrust Inlo our hands in a murky Manchester
rightciub, Edge can attest that it's a breathlaking transiation, featuring almost
every element of its GameCube prototype
Maide 7-style graphics ae sublime throughout, and the degree of control
IS 85 Nuances hat of the GameCube prototype as it's masonable 1o
expect on Nintendo's handheld; a sembiance of analogue control is iImposad
A Dy pressng

upon the digial pad of the C

button A or B, which e
decraases the speed with which levels are tited
And on top of B0 main levels, spread out over

S

S LRy | 000000

- -
- - i

beginner, advanced and expert sections, several

mirigames (Monkey Fight, Monkey Bowling and
Monkey Galf) are included — and can be played

Developed In the UK, Super Monkey Ball Jr. is a
testament to some serious coding skill. Every
single el t and ch istic that went into
making the original one of the best games to be
found on the GameCube is present and intact

&iher uSng a link cable or passing a single GEA
around. Super Monkey Ba
technically impressive; it's genuinely fun 10 play
When it's releasad, those proverbial train i
journays simply won't be the same

Jr

FLOOR O3

S not just

Many levels are familiar enough, though it's not
just a port of the GameCube titie. Thankfully, as in
the original, there's even a credits minigame

0On
)

0

agam L
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| re&:m’] l \ld-as This month’s announcements and updates...

Colin McRae Rally 3

Plays exactly as you'd hoped and displays the
kind of attention to detail you've come 1o expect
from the Warwickshire team. All that's left is for
Calin to win the real championship this year

Wolverine's Revenge

It has issues (namely camera and unconvinecing
boss encounters) but there is promise: group
attack combos, a decent arcade feal and a good
sense of pace. It's volced by Mark Hamill, too

Space Fishermen

; 3 AR
e+ 48

Initially designed at GE when PenPen Tricalon
came out, team members have since joined
SCEI Travel to 18 planets and try landing one
of the 150 “fish’ using your rod (DualShock2)

It you've never played Xi (Devil Dice), one of the
PlayStation's best puzzlers, here's your next-gen
chance, The title (a play on words for ‘saigo’,
meaning ‘last') would suggest no further sequels

World Rally Championship 02

A rewritten engine allowing four times the
amount of roadside detall, B00Okm of track, 124
stages, 14 ¢ the Impl jon of
sireams and fjords and due out this November

Dark Chronicle

Format: PlayStation2
Publishar; SCE
Daveloper inshouse

Set 100 years after Dark Cloud, time-travelling
duo Yuris and Monica face a new advehture.

Incarnate monsters to obtain vital information,
fish (and access minigames), Out in November

The latest shots from the F-Zero next-gen
update show more promise than the admittedly
worrying video shown at E3. Not that Edge
would ever doubt Nagoshi-san's team, of course

Mercedes-Benz World Racing

Needs tweaking but interesting touches are
promised. The licence allows the inclusion of
{highly detailed) vintage, racing, prototypes and
current models. November release (GC, TBC)
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Mojibrioon

There'’s always one. A creative who tears up the rule sheet and brings some

much needed originality into the world. Meet Masaya Matsuura, designer of

the industry’s most vibrant games, and creator of possibly its weirdest to date
t's been hell to develop.” And

John Belamonte, lead

programmar on Majibribon, is

absolutely right. The game is doing

something unusual, very unusual. But
that's exactly what you'd expect from
Masaya Matsuura, the desi
one of the most onginal and ecce

gner of

tric

titles in recent memory in Vib Ribbon

And to get your head around his lat

s, it's prob

muUsIiC and you

fun, especially

monotone seguences in the track The visual affects, such as blotching ink and

e = dripping colours, add an slegance to the action
This gives you a very poor score. Bul Pping oG

even that was fun because you could

try out aft the CDs in vour music

N OEyEopDimen!

Text play

o the game. B

ge and haunting images washing
5 the screen, "It Is close to Vib
Aibban in that it's a very simple game
10 play, but this has a very differant
taste and vary stylish visuals
Mojibrribon does r

aud

=~ NanaOn-5Sha

Japan
. Winter

mark you

1 beginto s

er and the more yo




The text is written by making gentle pushes
on the left analogue stick. Too heavy and the
ink is thick, too light and it can fade away

"J— 3..!.(! .

| "
L

The jiving music responds appropriately to your
calligraphy and building up the rhythm allows
youbosﬁ\gmesophlswmm

M san is still
scratc?hqhisheadasmhuwmmhmm
be translated for non-Japanese readers

the controller the “fatter” the writing
becomes, If you push gantly the
writing begns to fade. An ink meler at
the lsft side of the screen indicates
how much fluid you have left for sach
section, though jumping at key points
will replenish your resenvair,

The game Is structured like a spiral
and divided into chapters. Each stage
is even represented by the stones that
the Japanese unearth from ancient
rock formations 10 make their ink.

“Only when Japanese children go to a special school to
leam calligraphy do they understand this beautiful aspect
of their own culture. We wanted to capture this”

Writing text in rhythm to the music is
important and the character evolves
if text chains are strung together
successfully. But a mere description
does not do Matsuura-san's
kaleldoscopic vision justice.
Calligraphy Is a gentle and stylish
artform grounded in a philosophy that
has waned over recent years in
Matsuura-san's country. “it has

centunes of history, an interesting
history that we wanted to merge
with pop culture. When | looked in
the foreign book stores in Japan,

the caligraphy books were full of
misundersiandings and false images.
So | hit upon the idea of introducing
these ermors and mistakes. We had

a ot of fun.

“You see, nowadays the Japanese
have no sense at all when it comes o
caliigraphy. Only when chiidrengo to a
special school to leam the art do they
understand this beautiful aspect of
their own culture. We wanted to
capture this. We even had to build an
engine for the game to handie our
pop-style Japanese calligraphy.”

The text is processed by what the
team endearingly rafers to as the “rap
engine.” Using similar voice
synthesiser technology to Vib Ribbon,
the NanaOn-Sha team then built
another program alongside that could
create the rap patterns. The difficulty
was not getting the voice synthesiser
to interpret certain text, it was getting
it to interpret all text. And more: the

EDGE 1)

team is NOW working on a custom
mode that will aliow players to edit
their own stages in addition to the
18 airsady included in the game.
Matsuura-san wants to deliver
“nearly endiess fun.”

Which brings us neatly on to the
online aspects of the game. In fact, it
quickly emerges that the online option
wasn't an afterthought for NanaOn-
Sha but the driving principle behind
the vision. “Our goal is to offer users a

¥ It is here that the
player can jump, for instance, to add more ink to the ever drying pot

As the text ‘wheel"
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Masaya Matsuura

e

John Belamonte

QrEmimer

~ontinues Matsuura-san excitedly

“Yes, the text file will actually

befora thay Can re

ambitious but wa are co

and our gama IS about making text

heard. | meéan, converting the written

aetting ons

an elemant of skill and creativity

makes it even more personal could well be a saviour







Halo 2

Even before Halo was released rumours of a sequel were zipping around the
Internet, but for nearly a year Bungie has remained tight lipped. Until now.
Prepare yourself for revelations on the most anticipated videogame of all time

hink more weapons, think

Vel

_‘ A

allen types, think better Al. Think in

these termns and Halo 2 will not let you
down. But Bungie's take on the

firstperson shooter was never about

delivering more of
thera’s the sense that some
just didn't get what Hak
Enjoyable, yes — but revo
understand why the che
into Halo 2 will comprehensively

improve the expenence it's iImportant
to underiine what made Halo so

special. And here's a clue for the

Philistines that occ
Edge: it was nevar
stupclly elaborate we
| think one of the re

iy harangue

wuding

Halo appealed to peoy sause it
ignored a lot of the structure that has
become entrenched in the genre,”

says Jaime Griesemer, lead o

on Halo 2. " think people 2
the purity of the experience — only

having twio weapons, rtr'ﬁ"J-',-ITC'.'ju'i"!.

0

ith, grenades and then méiée
attacks that weare always available.
It's aimost a flippant remark and

gloss ovar, but its th

at made Halo's combat awe-

nspinng. Weapons were suprem

&

Although the recent videc released on the Internet shows no true in-game footage, the tone and style
of Halo has clearty been maintained, But will Halo 2 be more of the same? Plans to overhaul the Al
and introduce more interaction with the environments should provide an even deeper experience

balanced, but more than that, they

worked in conjunction with one

er than in any game

ol and Needler Gun
Elites, Assault Rifle and Pistol

t the Flood, Sniper Rifie

Launche

in the expansive

Format: Xbox
Publisher. Microsoft
Devslopar: Bungie Studios
Helaaas LIS

| rigee Winter 2003




The player eventually moves
deep into Covenant home
territory and Bungie is to
communicate the transition
with suitably eerie alien
constructions. Replay
incentives will also be
introduced to entice players
through the game again. Not
that many will need them=

€ 048

and Covenanit, made the two-weapon-

“It's going to be great when people get to play Halo 2 and
then go back through Halo with new eyes and see all the
hidden clues and connections they never noticed before”

rechargeabile shiekis, b L OWnN

e more of

arything, B tras have not just

sUperweapon to nean included to maka impressive
other FPS or the back of the box.

1ar r--.-.-r-umental tithe We were thinking about

made f
was its sense of a working universe. If throughout Halo's development. It's

had an epic fesl, then going 1o be great when people get to

i for something on a muct

>andthengo b

Tth new eyes and sae al




Buggy bike

Along with the Covenant Shadow and tha new
Warthogs, a new ATV is being introduced to
Halo 2 and its increased agility is sure to thrill
more reckless players. All the ve s should
make it into the expanded multi er games

The Warthog (original Hafo'modat shown) 8 getting a makeover and you can axpect ree new versions: the Junagle Hog (camouflage
v mtl.l\g cover, no windscreen, foliage prolection bars, altered tyre tread), the Snow Hog (enclosad cabin complete with working doors,
.'.‘ \Einow tread)) and the Troop Hog [na turret, trafsport for four to six marines, reinforced front bumpet), These.are all in-game models




Pleased to see me

Introdu

nifie and th a) makes the
cut and there will be a powerful

automatic weapon that can fire

caseless ammo. Also, you can

probably expect new Covenant
ordnance, though what the Brutes
are 1o use re ains anyone s guess.

(Again, all shots are in-game models.)




Halo was criticised for its
repetitive geometry, but
sketches suggest that more
detail is going into the
environment design for the
sequel. The team claims the
Iocales will be a lot closer
to the concept art this time

and on the hidden motives for their

attacks agans! humanity,”
The Prophets, in parii
an interesting addition to the Halo

bestiary, promising unigue attacks and
a greater influence over the other
Covenant forces. And just as the Flood

delivered a shock to the system in Halo,

Bungie is to introduce at least one
completely new alien race to provide
those three-way battles that epitomised
the excellence of the first game.

Intelligence test

for enlisting help from others.

Bungie has been busy completely
re~writing the Al routines for Halo 2.
Expect enemies to react en masse
to threats and use scenery and
vehicles to either provide a greater
advantage in killing Master Chief or

Because it is viewed in-game so close to the screen, the scope of the Battle Rifle contains
more polys than the Master Chief model. Getting the weapons right is of primary concern

Tentatively labelied Brutes, this

new breed of foe is lkely to o
another layer of depth and varigty to
the experience.

Bungie is keenly aware that
expectabions are high for its sequel,
hence the philosaphy of concantrating
on depth 1

at

her than simple expansion.

“The main ob

ve we want to achieve

SKE e ungue

combat expenence and put it na

more interesting context,” adds

focusing a

mission and environment design, taking

what we learned from Halo and using

that to make Halo 2 as varied and
desp as possible.”

Ir real terms this means that there
will be much less replication in the
environments, the one element that
receved criticism in the onginal,
Climates will vary, there will be more
exteror locations with vegetation and
every location will have a “function and
a context.” Although Bungie would
neither corfirm nor deny that complex
cities ars to make it 1o the seguel, the
fact that the the scenarios are to be

more “organic” with aliens and marines

“We're focusing a lot of attention on our mission and

environment design, taking what we leamed from Halo and
using that to make Halo 2 as varied and deep as possible”

Bungie has gone against
the grain and is attempting
to cut down poly counts
while maintaining the style
and detail of the first

game. This is to ensure
that battles and epic set-
pieces are even grander



The Shadow, a new Covenant vehicle that
is able to carry up to four Elites into battie

interacting with their environments in
more sophisticated ways, hints that the
developer is going in this direction. For

Halo 2 the geometry isn't replicated,
the level shells are buill and then filed
with detalled objects to make each
space unique and interesting. its a
process that required a complete re-
engineering of the game engine.

To bolster the sense that the Halo 2
world is operating independently, there
will be an overhadl of the Al (something
that was hardly shoddy the first time
around). “At GDC this year we did a talk
‘This

on Haio's Al" reveals Griesermer.
means that we had to come up with a
whole new batch of secrets for Halo 2

“In Halo the Al concentrated almost
exclusively on shooting enemies and
not being shot. In Halo 2 we are going
to extend the Al's ability to manipulate
its world and move through the
environment in intelligent ways. We're
also improving the Al's ability to make
plans and react to enemy tactics on a
larger scope, 50 entire installations will
respond to the player's attack instead
of just the enemies in the reom with
hirm. In Halp 2 Al entities will be able to
adapt to thalr environment.”

But expansion junkies should not
be disappointed. Yes, the game will be
‘deeper’, but there’s a list of expansions
to assuage those more impressed by
box stats, Along with those exira
outdoor emvironments will be a new
sniper weapon, a sub-machine gun that

Shadow, a new Covenant vehicle
capable of camying up to four Elites
And these are just the new elements
Bungie Is wiling to divulge at this stage.

Saturday night live

The announcemeant of Xbox Live (see
pE) raises questions about the game's
multiplayer features. Halo ramains a
firm Edge lunchtime multiplayer
favourite, but while it's unlikely that bots
are going to make it to the sequel, there
are compensations. “The main focus of
our multiplayer efforts on Halo 2 is the
squad-orianted, two-team online game.

It will feature Human Spartans versus
Covenant Elites and will attempt to
capture the oneplayer Halo experience
in an online sstting. Instead of the
gametypes of Hailo, the online game will
be a real battle with real objectives,
supporting events such as airstrikes,
and lots of carmage.”

This will all be supported by the
¥box Live network. Bungie is keen not
to replicate PC multiplayer gaming,
where players often feel isolated as if
“playing a game by yourself, but the
enemy characters have their own Al
supplied by other humans.” Griesermer
wants players to feel ke they are sitting
on the couch next to each other though
they could be in ancther state. To
achieve this the cooperative giement
will be the focus, and you can also
expect the Vioice Communicator device
to play a large part in generating this
sense of close callaboration,

One year and counting. Yes, if
Bungie hits its targets then this time
next year we'll be very aware of how
successful the developer has been at
layering even more depth into the
experience. The fact that the focus is
firmily on making the Al more reactive
and improving environment complexity
is a positive sign that Halo 2 could be
just as monumental as its predecessor.
The wait is going to be agenising, but
it’s testament to the quality of Halo that
its the only FPS that can kesp us é;@
going until winter 2003, ==

A Prophet sitting in an anti-gravity throne (left). Their
headdresses are unique so you're able to identify
individuals. A damn angry ape (above). Probably dirty, too

fires caseless ammo, three new marineg

ATVs suited to different terrain and the

< 052
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The most spectacular
machines in any arcade,
dancegames entertain as
much as they intimidate.
Edge travels to London to
meet a group of dedicated
dancers, and sees what
happens when rhythm
action meets devotion



rom “The Complete Unofficial Dance
Dance Revolution Series FAQ, version
0.573", on the subject of injury:

“Blisters. Symptoms: sore fest consisting
of localised pain in one particular area of the
foot, including toes and arches. Affects:
most of your foot. Occurrence: playing for
2-6 hours. Diagnosis: look at your feet.
When playing DDR, biisters generally
appear on the sides of your feet, just on the
inside bottom half of your foot {barsly up
from your heel), on the insides or your toes
and on the area under your toes.”

It is a Saturday afternoon at the start of
summer, and there are between 60 and 70
people gathered around the Pump It Up
machine at the Trocadero’s Furiand. Edge
has arranged for a handful of them to be
there so the photo shoot goes to plan, but
this is social gaming, so they've brought

their friends and their friends have brought
their friends, and so on. Mo big deal - it's a
Saturday, and most would have come here
anyway. The group swells with uninvited
onlookers, people drawn in by the sight of a
crowd, but fixated by the performance.
When the dancers eventually move to the
other machines the crowd dissipates,
disappointed. The Troc gang flocks, the
crowd reforms somewhere else. This is not
unusual. This happens every Saturday.

Mot Just here, either — there are thriving
pockets of dancegaming in arcades across
the country — but London is as good a
place to start as any, if just for the diversity.
There are three dancegames in Funland,
Dancing Stage Euromix, Konami's
Eurcpean version of Dance Dance
Revolution, is the best known. That's not
surprising, since as well as being the

EDGE#15
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Kev Chan

ounte DOR

Shana's fivo

aif rather Than

y Ik 1o broak

the simpiest, superiicially at least
are four pads — forwards, backwards,

left and right — and arrows move up the
screen in time with the music. Hit the
pads at the right time and you get points.
Miss and you fail.

Sensory overload

That rule holds for the other two machines
too, Pump It Up and EZ2Dancer are the
Korean rivals to Konami's six-year-old
sanes. Pump It Up offers five pads instead
of four, placed on the diagonals of a three
by-three square. It is the geographical

e of Danc

Mution

260 1S a e more (

There are three feet sensors in the centre of
the machine, each one a third of a large
circla. Those are complimentad by chest-
high movement sensors, stubby metal
outcrops just in front of the pad that detect
mction immediately above and below. The

e designed to be activated by
hands. That would be too simpie
'Bruising. Symptoms: localsed pain on
a body part. Affects: prefty much
anwwhere, Tvpically hands, kness, elbows

or head. Occ

rrence: hands bruised when
arrow pads are slapped, ar missed and
metal is accidentally slapped. Knees
bruised when ‘knee drop’ performance

moves are performed incomectly, especially

when the metal triangle-shaped part on

each comer of each arrow s accidentally

contacted, Head bruised when screen or

buttons on cabinet are butted foo hard.”

There are two ways
dancegames al the top level: stepping and

freestyling. Steppers are ortho

am, and the feet fly in st

tast patterns. ILis as the game v

anginally intended — a test of agility,

reaclion, ang as Imprassive s
intimidating. But it is not what Edge is here
today to see, It is not what bruises,
Freestyling Involves taking the difficulty
Ievel down a few notches, but adding style
and asrobatics, Pads are hit by knees,
hands, heads. Anything can activate the
sansors; the wilder the move, the bigger

the reaction, and the more respect the
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useful on EZ2Dance

the motion st

players pivol o
1o break the b

over both sensors in one gr

movement. it 1S something 1o S

Making moves

And there are more, From the moves
dictionary on dancegames.corm, “180°
mute air. Bar stall to 360° revert. Pyramid
spin. Matrix walk.” The last involves

jumping up, running across the machine’s

screen, and then grudgingly allowing
gravity back into your life, Shane Henry -
who we.will meet again In a moment — did

that once, and still calls it his me

impressive tnck. Curt Chapmans? "An

tal front flip. It was st

faininess, loss of awareness. Lack of

physical motivation to play eve want

fo. No strength. Able to do a song untif one

becormes confused, starts stepping in &

swaying, stunned kind of motion, and

generally feels unhealthy. A general fesling
of loss of enaergy. Occumance: usually, but
noat strictly, at haome. Continuing to play
could cause giddiness, or possibly even
cause one to pass out. Affects: the ability
to play decently or comiortably.”

Shane Henry is running. A minute before

he was dancing on the Dancing Stage

Euromix to 'Luv to Me', 2 hyper slice of

Japanese techno (“you said

ou loved medook at me softly/you

me and held me all night so tight™)

utes before that he was discussing

iith friends; there is a shrug, a nod,

s QO in the siol and the music is
, and the arrows come.
ugh the song it is clear

ing to happen. The

10 move out of the way - not aggressively,

inning, excited. Shane glances back

and then, just as the song reaches
a break and there is some respite from the
flood of arows, he swings around the bar
and starts to run away from the machine.

Which is why Shane Henry is running

Running man
He keeps running, right until he reaches the

back of the room, some 30 yards away. For

a moment he disappears as he loops
around the back of the ascalator, then
reappears hurtling back towards the
machine. The amows appear on the bottom

of the screen again, start 10 flow upwards.

KitiKat
Dancegames fact: The most

enthusiastic of the dancears, and
effectively an unoffic

A Crew

hesripacar

sgames fact: None, Very
enigmatic

Jonathan Chan
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Dancegames fact: owns an

5 ‘.\“&
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-

ity of dancegames.
that he once saw a 40-year-oid
man dancing better than Him

Winson Ting
Dancegames fact: Winner of the
national DOR and Pump tit

Shane must reach the pads before they hit
the top, but he is close now — maybe five
yards away — crowd bubbiing with delight,
twitching their heads between him and the
machine. He leaps, places his hands on the
back-bar and leapfrogs it; as he comes
down, the arrows come up, a8nd as his feet
hit the pads the beat hits too and the
machine flashes up 'Perfect’. He continues
to dance, and everyane is cheering.

Shane will later do ane song on Pump i
Up on double |playing across both pads]
and invisible [playing without any guiding
arrows]. He ignores the screen, not that it
offers assistance anyway, and faces the
audience throughout. *| think I'm alright,” he
says. “But there's always room for
mprovemneant. | never really usad 1o dance
before, but playing dancegames gave me
the confidence to try it, and now I'm
learning new styles, new technigues.”

Community spirit

Winsan Ting claims dancegames heip
players maintain concentration skills and
keep fit and, faced with examples such as
those described above, it's difficult to

argue. They ara utterly compuisive, er

hypnotic. While beginners may (wrongly)
class the atmosphere as intimidating, the
show-off culture isn't aggressive. Players
help players — “We play for fun, encourage
each other to raise our game,” says Ting -
and newcomers are weicomead

“It's so good to see so many people
coma together because of one love,”
agrees Jangho Kwon. “I've had S0 many
experiences, made so many friends, done
50 many things | never thought I'd do. It
has changed my life, | can't really explain it
in words...” A bit like the hypnotic rush of
playing; past the beginning, there is a stage
where phrasing links directly to your legs,
and you don't have to think. Reaching that
is important. Hours past that, though, there
is a stage where the legs stop to work, and
while the arrows keep going, the feet refuse
to follow. It is still difficult to stop

Sometimes you should

*Pneumothorax - collapsed lung.
Symptoms: extreme pain in one lung.
Diffictlty in breathing, particularly when

bending over or lying down. Inability 1o

exert yourself — je to play

Occurrence: perhaps not caused by

DOR at all - I'm no doctor, but it seems
to me that it is stress on the lung that is
the cause. There is no way 1o avoid this

iy

denly with absolutely

no forewarr Tects: the abiity 1o
play. Pariod.”

Stupidly extreme, obscenaly uniikely,
but oddly appropriata. When it takes a life-
threatening iliness to stop people from
doing something, you know that something
has to be subfime, Witness it — thnll in
the crowd - and you'll have an idea,

Then it follows; you become part of it, and

you don't want to stop dancing

Not for anything
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Game sound used to be a mixture of midi bleeps and squeaks.
Now, however, the purse strings are being opened and full

orchestral sessions are the order of the day

V.
e — -

L rOOm, @am-packed as it 2
with double bass, cello and even harg

cases. "We were going to have 66 players

Dut geciged 1o add an extra sat of strings

10 give US more power 1c

compete with

the percussion,” explains an excited




& with the

tween




gie's sound st

ings were carmied

at games development
nesds to mature, and the us archestras

Iz one example of that transformation in

game luding
Jeramy Soule

A veteran of a career in the mus
ndustry, Rice Is a strong evangelist of

the power of the highest quallty music

“Our mantra is this quote from Steven Spielberg: ‘Sound
and music make up more than half of communicating a

story, greater even than what you are seeing

S release, as has Marty O'Donnell’s
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lsogames,” says Harry Gregson-
Williams, who has worked on scores

ey T i i i el SN L N e i e
'

W Pong," he confesses
) Luckily when a package arrived through

his door from a certain Hideo Kojima, one

e

' assistants knew what

was, otherwisa (he

omposar would probably have thrown it

“I don't think most Hollywood film composers

play videogames,” says Harry Gregson-Williams.

e R .

“The last game | played was probably Pong”

f =0 a
t e

game Shox in conjunction with Globa

Undergraund. “l think the days of the sound
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sichard Jac

Marty O'Donnell

A new kind of orchestra

Johnny Carson asked Jack Lemmon, “What's the difference betwesn a great actor and a bad
actor?” Lemmon responded, “About ten takes. Any actor can get it eventually.” According to
Four Bars Intertainmant’s Bob Rice, the same is true for orchestras. “The right orchestra for the
job is the one the composer wants,” he says. "Although one orchestra may cost less than
another, the composer knows the surface price is false. The right orchestra is the one that can
produce the most minutes of the type of music needed on a per hour basis.”

There's certainly plenty of choice. EA's Nick Laviers looked at using orchestras in Munich,
Prague and Seattle before settling on the London-based Philharmonia. “London orchestras are
expensive but | think they're the best, which is why so many US film soundtracks get recorded
here,” he says,

And now there's even one orchestra specifically set up for game soundtrack work. Called

the Mimrod Symphony Orchestra (NSO) and handled by game sound specialist Couchlife, it's
already undertaken work for Infogrames. “There are a lot of other orchestras around but the NSO
and its associated production team, conductor and composer Dr Jon Wiliams and studio is
gearing exclusively to the production of game music,” explains Marc Hassall, Nimrod's director.
“We're filling a niche, providing a cost-effective UK-based solution to recording an orchestra.”



Quy sitting alone In his room are ¢

Lawvers, "

) Often they end up getting into
battles with the producer with no one to
support them. It's the biggest shame of the

mdustry, but | think it's changing.” Laviers

works with a team of four

:onsuitants ang coMposers

nposer wh

g, Jacques has

1

me a frealance composer, His last

[#

Sega job was the orchestral score for

.'\_\\ - »m

-‘-;-‘:
LT Ty

sound designers,

Headhunter however. "People expect the
more cinematic-style of games to have a
high quality of music," he explains. "Games

eads to be ag

ook 80 T o, the rusic

good In Its own way." Sega and

dhunter developer Amuze agreed and

Jacques got a budgst of £120,000 to

2 at Abbey Road

othar publisher which is

s. All p S

prepared 1o up its budg
Tomb Raider games used synthesised

orchestras. The Angel of Darkness,

ser, has seen Core in-ho

musicians Peter Connelly and Martin
Iveson heading through the doors of
Abbey Road far two three-hour sessions
with the London Symphony Orchestra

“The big difference using an orchestra i

the separation between instruments. You

can hear everything that’s

But be

fore everyone jJumps
clearly becoming something of a

bandwagon, Richard Jacques says a

“I hope we don't get into a scenario where publishers

believe that if they get an orchestral recording it will
provide them with a great soundtrack. It won't”

certain amourt an
orchestral scora isn't appropriate for all
games. “It only suits a limited number of
genres. It should not become the norm for
games,” he says. “| hope we don't get into

snano where developers and

dieve that if they get an

orchestral recording it will provide them

with a great soundirack. |t won't.
Pepsi challenge

Perhaps more important is his supposition
that many players can't tell the difference

batween a real and synthesised orchestra.

boratory-controlied conditions the

iuid be able to tell, but when

ity WO

gamers are actually playing a game | think

he says

DIMP
a properly. “The
cally-produced
orchestral scores is that many composers
and producers don't know what a real
orchestra sounds like,” he warns.

As for the future, as Rice points out, the
convergence between film and game
music will work both ways. “John Williams

do the music for the TV show

Gilligan

for games. There's no reason they can‘t
climb the ladder as did John and Danny.”
“We want the sound In our games to be
as good if not better than movie sound
and | think we're getting to that stage
says Laviers. The next stage will be to use

the interactivity of gam

do things with

game sound that films can't. “interac

ie-edge sword but handled

properly, it will allow game sound to










Midway reanimated Defender and Joust for
the Game Boy in 2000. In belt-tightening
times, the facile re-publishing of old games
offers a no-lose revenue stream for
publishers, however much of a trickle it
actually tums out 1o be

Campbell is unequivocal about the moral
Implications of downloading ROMs for use
with MAME. “Only a complete idiot would
regard it as piracy in any meaningful way.
Games companies have made all the money
they deserve to out of these games already
- in the rare cases that the onginal
publishers are still in business anyway. in
closing down Websites, the games industry
Is displaying the sort of short-sighted,
narrow-minded, mean-spirited fatuocus
stupidity of which it's 50 depressingly often
guitty. Complaining that it might damage the
sales of retro packages Is dumb - charging
£35-40 for about five 20-year-old games on
a cart or disc that could easily hold 20 times
as many is what damages retro package
sales, That and the fact that the ‘emulation’
of the game Is often of significantly poorer
quality than that offered by MAME anyway.”

But MAME has never been just about
overcoming a technical challenge. Mary
believe that alongside delivering gaming
from the goiden era of coin-ops it's an
archive as important to the videogame
Industry as the Bodlian Is to world culture,

Mame.dk survives because thera's a new

breed of historian: the kind that avidly
searches for and logs every piece of
information there is to know about the
emergence of videogame entertainment. It's
a nch herftage that deserves such treatment.
Along with technical information about the
games, you can discover full lists of the
creators, bugs, cheats, sleeve notes, Easter
eggs, even reproductions of the artwork
around the screens.

More importantly still, MAME offers
quality gameplay. Those who believe the
coin-op industry declined because consoles
began to deliver arcade standard games in
the home only want to hear half the truth,

“Ir an industn

history never

\ spera d th
happened and that game

50 pence, three-minute-play maxim is the
only language coin-op manufacturers and
amusement arcade owners understand.
What follows is a celebration of the
golden age of gaming, delivered via MAME
No better appreciation of the compuision to
revisit such classics can be summarised
better than by a long time MAME veteran
and enthusiast himself. Goose hais besn
playing the MAME game since it was
established back in 1997, “MAME allows
you to experience games you remember
playing in 1985, games you glimpsed in a
magazine, games you saw through the
crack in the door at Gold Rush, games you

Na tNat ItS

design was always as lazy and formulaic
as it is now, MAME is a beacon”

Despite siaborate cabinets and hydraulic
meachanisms arcade gaming is a shadow of
its former self. Coin-ops such as Galaga,
Salamander, Asteroids and Commando
gave players an opportunity to hone their
skills, and then, show-off in front of the peer
group. Once mastered, a classic coin-op
game could keep a skilled player occupied
for hours on one ten pence piece alone. That
crucial siement of mastery over machine has
been lost from amusement cantres the world

over. Now, simple economics mean that the

couldn't afford to play then, games that are
legendary and influential, games that
redefined genres and that bullt upon
established ones. Quirky games, weird
games, games that defy description and
some that were merely run-of-the-mill
Games that contain more gameplay in thelr
first level than the first day's play on Final
Fantasy X. Utimately, it's not about ROMS,
history, legal Issuas or graphics, it's about
the games and the gameplay. And for that
alone, | don't think MAME can be beaten.”

History game:

In 1996 a reclusive [talian engineer called Nicola Salmoria began work
on single emulators for individual games on the PC. Early titles includad
Mr. Do!, Pengo, Lady Bug and a multiple game emuiator of various Pac-
Man games. By January 1897 Salmoria was so pleased with his
progress that he decided to combine the programs into a multiple game
emulator format. MAME (the Multiple Arcade Machine Emulator) was
bom on February 5, 1997 and because of the opensource philosophy of
the project, became hugely popular among non-professional coders.

The Iatest version of MAME supports 3469 ROM sets, or 1959
unigue games. Coders need to create a specific application that can
read data from an original arcade ROM, often taken directly from the
machine's motherboard. The emulator then attempts to recreate the
visual and aural experience on a PC. It is completely legal to create an
emulation program but there's still a grey area when it comes to playing
a game using one. Generally, however, you are entitied to own a backup
of any software you have already paid for.

MAME best 100

One hundred sounds like a lot of games, but in truth, the selection process was still agonising. No doubt, some

MAME addicts will berate Edge for not selecting greats such as Dark Tower, Dig-Dug or Moon Cresta, but we're

confident that the games listed over the following pages accurately represent the breadth and depth of classic

arcade gaming. So, sit back, take a deep breath, and prepare yourself for a long overdue dose of nostalgia...

<€ 078



Shoot ‘'em ups

The most populated genre, the shoot ‘em up is where
videogames came from with Spacewar! back in 1962. it
was an agonising task reducing this category to just a
handtul of titles, but all the games capture the essence
of twitch gaming at its best: satisfying explosions,
death-wish enemies and the opportunity to show off,

W 1942 (1984)
There's really no better place to start than Capcom's
tremendous and frenetic WWIl blaster. The addition of

wingman added a touch of anginaltty but it was the

DUITIENNG SOUM acts and balance that made & hesvenly
Bl After Burner (1987)
B Asteroids (1879)

B Commando (1985)
-against-the-warkd had naver been done betier

and Comymandio became an instant hit when it was

released by Data East. The end-of-level batties were
insane, but the adrenaling rush was wall worth the effort.

: 1 |1

W Gorf (1281)

It spoke 1o you. Or mone accurately, ordered you to insert

maney. How could you e gned by Jay Fenton, Gorf

would avan give players a ‘spa

rank’ after every go
Gun Smoke (1885)

Ikari Warriors (1986)

Juno First (1883}

Raiden (1290)

Robaotron: 2084 (1982)

IfJ Allard is o be beléved, the Xbox was concaived after

inspirational bouts on this, one of Eugene Jarvis' most

respected titles. Defand the last famity alive from hordes of

Cuarks. Grurits, Bruns and Hulks. Absolutsly biistening,

B Sinistar (1882)

B Smash TV (1990)

B Space Harrier (1985)
The shock of Tha New. Everyone remembers sesing Space
Hamer nulling in e local arcade emponum for the first
e, Hydmaule machansams and a hefty levy for one play,
ihe s compensated by providing elcintying gameplay

W Spy Hunter (1983)

B Star Wars {1983

B Tempest (1980)
Sl stands as one of the most elegant games of all time.

Thoss colourful vector lines just cut straight to the heart

Tempest has been successhully esumected several times,

but for purists 1 () beats Dave Theurer's original
B Xevious (1982)
B Zaxxon (1982)

Itwas the first ever sometnc arcade

game. but tis o mers
programming stunt. A finaly honaed B Enduro Racer (1
challenge and devious level design There haxd been molorcycle mcing games betore

mads Sega’s game such a classic that but Endluro Racer had a kinetic feel that made it
it was even turmed Into a board gama instantly appealing. Learming how to pull wheslies,
by Miton Bradley. fima jumps and dodge logs was great fun and

helped shave vital seconds off lap timeas
B Outfun [1986)

Passing breeze. A Femari Testarcssa, The open

Racing games
There are plenty of quality racing titles

offered by MAME, but these three road. OutRun was a "Super Scaler’ neaven

embody the best in their respective creatad by a young Yu Suzukl, Modem driving
fields. Good CPU opponents, or a ymes are still irying fo captune the magic evident
perfectly judged checkpoint system, are n every um and comer of this masterpiece.

crucial. But sach of these titles also
delfivers a cracking sense of speed for
those willing to floor the accelerator. s ! — : = A recips for truancy if ever thers was one

Thees

=dals, three steerning wheels, one cabnet

Throwing the vehicles around each of the bight
and beautifully judged tracks was a delight and

Atari's whasls were mome than up 1o the task

079 o=
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720° (1986)
Al

tan's decizon 10 put spaakers n 2 ‘boom-box” ato

pedling gameplay was
“felt’ beautiful and was unbeatable until 7

one draw. the absohtely

iy Hawk's P

Combat School (1987)
Although similar to Kenami's other sports titles, this was unusual for s
trackball controlier that made the experience all the mom anticing. The

iron Man race was an asp fy novel take on the growing genra

Hyper Sports (1984)
The foliow-up to Konam:'s mastariul Track & Fedd was ovean Defter

Compete in seven Olympic events to win medais and the honour of

tnumiphing over friend the imessiible skeet shooting. Konami has
regurgitated the format several tmes but this is the most adomd
NBA Jam (1893)

Punch-Out!! (1984)

The names Giass Joe, Bald Bull and Pizza Pasta will br

) & tear o the

ider gamers. Frghteningly addictive with a well judged lsaming

curve, Punch-Out!! still KOs most modem and elaborate bowing fities.
Saturday Night Stam Masters (1993)

Track & Field (1883)

Athletics and sports

These games were all about distilling the compaetitive
spirit into a limited number of bits and bytes. A sturdy
cabinet and controls were ancther must, as distributors
could expect o few knocks from the rivairy such titles
provoked. Although sports games remain popular, the
transition to 3D has done few of them many favours.

Side-scrolling shoot 'em ups

Although the games in this section exemplify many of
the same qual found in the p shoot "em up
category it should be noted that the side-scrolling

version often placed a bigger emphasis on Ingenious
power-up systems. Each game featured has endured
the years and will still provide copious entertainment.

e}

liftar (1885)

Contra (1 )
Still one of the greatest games ever concelved, Beaufifully

balanced, superb audio and a vanety of gameplay styles - \
both behind the back and side scrolling. Heart pounding

achon that holds up against any modem-day vic me
Darius (1986)

Detender (1980)

Eugene Jarvis introduced fast scrofling 10 the arcaces with
this, hes most wall known game. The arcaos industry
pradictad i would never sell due to the button configuration,
but it went on to ba one of the beggest earmars of all time,

Maetal Slug (1996)
Parodius (1990)

R-Typeo (1987

hargeable shot fac

with strategical use of weaponry befter than mrry game

before. Amazing omganic backdrops were icing on thea cake.
Salamander (1986}

Side Arma - Hyper Dyne (1886)

Thunder Forcs AC (1991)

U.N. Sqund

Basad or

ron (1089)

heé Japaness anime senes "Area BE', LN

Squaciron was an immediate hit on both sides of the world

It was probably the most frenafic example of its type when it
was firs! released and dedicated gamers fiocked to it

Last Resort (1982)

Xexex (1991)

INSERT COIN
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Platform games

MAME enthusiasts probably come back to this genre
more than any other. Let's face It, a 3D platform game
without camera problems has yet to be mace. Yet the
vast majority of 2D examples have no such niggles and
are easily le of pi g heart and
satisfying experiences. These are just a fow of the best.

Donkey Kong (1981)

Requiring a US fitle that approximated to ‘stubbom’, Shigeru Miyamata hit
upon the mule-like word ‘donkey’. Hance the title. Subslime level design
and great characterisation, Donkey Kong has probably influenced every
game desgner.

Fiicky (1984)

Mega Man |1l (1990}

New Zealand Story, The (1588)

Taito hao akeady formed a reputation for cute games. but this stands as
one of its most saccharine. Not a bad thing, Wisrus snemias. bows and
amows and entertaining balioon ndes gave it an unmstakeable and
messstible charm.

Pac-Land (1984)

Rainbow Islands (1987)

The spirftual successor to Taio's brilliant Bubble Bobble was even batter
Featuring levels that wers medalled on other classic tties, such as
Arkanoid and Danus, Rainbow lsiancis was a fan's heaven. Surfing
rainbows was a delight back in 1887 and still an enjoyable momp by
today's standands.

Tumblepop (1991)
Wardner (1987)
Just to prove that no one did platformers better than Talto back in the '80s

is Wardner, a typical princess rescua game elevated by great character
design and those supert shopping excursions batwean each level

Puzzle games

Thers were certainly more arcade
games, back in the day, that were
willing to chalienge your visual-
spatial skills as well as the refloxes.
It was a combination that mada
thesa games some of the most
addictive ever conceived. Many have
braved the years with convincing
fortitude and Tetris, Bombar Man
and Bust-A-Move are likely to be
hardy favourites ten years from now.

Arkanoid (1986)

Bomber Man (1881)

Like all the best purzie games it was the simplicity that won you over. The success of Bomber
Man i told in the countiess sequels that have been produced in the intervaning years. None
has iost that onginal spark but tenplayer Safum Sorrber Man must still rank as the greatest
Bomb Jack (1884)

Tehkan's supert Bomb Jack mixed piatiorming with sirateqy in a vary clever way. Although
bomibs could be diffused randomly, the real chalienge was stringing together those with fuses
aimady it. Finding the comect path while avoiding fhe enemses was absolutely absorbing
Bust-A-Move (1993)

KLAX (1969) ]

Qix (1881)

Designed at a time when absiract ideas could still be commercial sucoass stores, Qix is
probably the classic game involving temitorial reclamation. Simply avoid the ‘gix’ and “sparx
o command more of the screen. but risk moving slower to gain extra point rewards.

Snow Broa. [1990)

Solomon's Key (1988)

One for the maore avant garde cain-op junkle; Soiomon's Key put you In the role of wand-
wielding Dana with the power to creats and remove blocks to find the key to each level's exit
Collect tan faines and you would even be granted a fres man, Some subttaxt there, surety?

Super Pang (1990)

Tetris (1988)

Now the puzzle game by which all others are judged, Tetns is as ‘pure’ as they coma. Six
shapes, one joystick and just ona button to rotate the blocks made for an instantly
urderstandabie challenge that appealed to the left side of anyone's brain, tha world over,

Uo Poko (1998)

More unpredictabie than Puzzie Bobbis, but with the same addictive qualities, Uo Poko is a
recent. though worthy, addition to the MAME catalogue. A cross batwean pinball and
pachinko, the idea ks to pull back the plunger and fire coloured gems into the play field, thus
setting off a senes of chain reactions should the gems match. Wonderful to behold




Side-scrolling fighter

In truth there's not much to separate some of these
games from others in the beat "em up category. But what
distingulshes the likes of Shinobi and Bionic Commando
from Doubie Dragon is an extra level of athleticism
combined with a greater emphasis on projectile ponry,
Some tough games here, but all thoroughly addictive.

B Bionic Commando (1887)
An-oversubscribed genre was transformed in 1887 by Capcom’s briliant Sonic Commando,
complate with grappling hook addition. In keeping with the mad milltary atmesphens of the game
weapons fell from the sky via parachutss. Novel, frenetic and completaly engrossing

B ESWAT Cyber Polics (1989) 1

B Ghouls 'n’ Ghosts (1588)
Aftar the runavway succass of Ghosts 'n Gobiins Capcom was expeciad 1o improve with a
saquel. Ghouls ' Ghosts delivered, with a gama that was, if anything, harder but mors
enthralling than the ongnal. Inticate kevel design, then, but too frustrating for today's audience.
B Gre Beret (1085)
Came along Just whan the Cold War was heafing up for the Amarnican media, Grean Beret was
even more successiul in the LS than it was in Japan, Starting out by marely stabbing Russians,
your hero eventually moved on to rocket launchers and flamethroweens. Tremandous

B Jo= and Mac (1981)

Ninja Spirit (1988)

it had all the qualities of Sega’s superb Shinob but if anything. quicker reflexes wens required to
master this mmitabie piece of siicon hesven. Changing up using the ‘spirt saif” exdra was crucial
10 suCCess as enemies Never it up. Agan, sxcallent 2udio and visuals put this in iripke-A class

Rolling Thunder (1988)

The creepy minions of sinister ompanisation Geidra were just locking for a pummelling, As agant
Albatross it was your thsk 1o take out Geldra's boss, Maboo and rescue agent Lelia Blitz in the
process. Weill balanced with unusual speite design, Ralling Thundsr is well worth resumecting.

Rygar - Legendary Warrior (1886)
Shao-Lin's Road (1885)

Shadow Dancer (1989

Shinobi (1

Among al of Sega's rich hack cataiogues Shinady still stands as one of the most cherished. Joe

Musashs, master of infitsy, must escue hostages from the evill Zeed syndicate. The game

revaardad more subitle play and avosding fhe use of magic and shuriken resulled in g bonuses.

B Strider (1988

Capcom craated a novel twist on the martial arts theme by introducing a futuristic ninja in Strider
Hiryu. Like all the games ksted here, Strider deliverad a well judged learning curve but it was the
combination of delicate audio and colourful backdrops that gave Strider its unique feel

i T SRR A T A W R

Miscellaneous

How can you codify the addictive nonsense that is B Gauntier (1964

Toobin' or the outright cddity that is Root Beer Tapper?
True, some of these titles could be classified as maze
games, but even Pac-Man seems 1o transcend such
simple classification. All these games defy easy labefling
and richly deserve a mention on weirdness alone.

Choose Thor, Questor. Mexdn or Thydra and dedeat infinite monsters in Atan’s hugely
entertaining shugsihon. A fourpiayer game was not unhesrd of back in 1984, but it
hadl never been dons with such verve and enengy

inciana Jones and the Temple of Doorn 85

The theme music slons was enough o entice any teenager over 1o this slice of
Quality movie licansmg. it distilled all the crucial moments from the film Into a supert
arcade adventurs. Definftely worth revisiting

The year is 1983 and fully shaded palyoons anter & coin-op near you. Wow,
Despite the shock of The New, videogamens did not take to the 30 visuals and it
disappeared almost as soon as it had amved

it may have standand piationns but Jowst was A very peculiar bird indasd. Progress
is made by taking in the air on your ostich steed and defaating buzzard-mounted
enamies. Strange and compeling

Still one of the greatest inertia games ever made, Marbis Madness required honed
refiexes and a Dominic O'Bren-strength mamaory to negotiate its twisty, intricate
paths. Super Monkey Ball's parent, probabily.

M
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Beat 'em ups

Forget Carmaggedon, Doom and Soldier of Fortune,
these were the original videogame nasties. Each game

encouraged the | fling of t ies with
anything from a fist to a small dragon. Yes, there was
sthing uni h ing about defeating hordes of

foes, but morally corrupting? How did you turn out?

Alien Storm (1990}
Captain Commando (1991)

Double Dragon (1987)

Headbutts, uppancuts, back-kicks, elbows and throws, the
moves in Double Oragon were certainly comprehansive.
Taito’s scrolling beat 'am up wasn't the first of its kind, but it
ruled the genre before something supenor came along.

Final Fight (1988)

Take Cody, Guy or Mayor Haggar on a mission to free
Jessica from the grasp of the Mad Gear gang. This is still the
daddy of the vigilante brawlers. But the storm over whather
Roxy and Poison are bad girls or transvestites still rages

Garou: Mark of the Walves (1999)

Golden Axe (1989)

Charging into camp fantasy characters befora finishing them
off with a blade was entertaining enough, but the addition of
magic and dragan mounts mada this a novel addifion to the
field. An adept and light-hearted take on the genre by Sega.

King of the Fighters '94, The (1994)

Arguments over SNK's best version of its King of the
Fighters seres will always rage, but this is aasily up there in
the premier league of beat 'em ups. Superh sprite animation
with balance and flair make it an essential MAME fifie.

Knight of the Round (1992)

Kung Fu Master (1384)

Catching onto the earty wave of Dawd Camadine and Bruce
Lae adoration, came Kung Fu Master, an elegant game with
pixel-perfect collision detection and maore enamias than vou
could shake a staff at. Great bosses and backdrops, 100
Mortal Kombat (1992)

Renegade (1986)

Strest Fighter [l (1991)

After the mediocre brawler that was Sireet Fighter no one
expected Capcom to deliver = great sequel. But Strest
Fighter I wasn't great, it was Godly. Although & may have
been a bug that inspired the comibos, we'll still give Capcom
credit for designing one of the top ten games of all time.

Yie Ar Kung-Fu (1985)

CHATH

L

Mikie (1984)
Headbutting teachers was obviously tha way to a
woman's heart in Konami's sumeal Mikie, Collect

missives and deliver tham to your dreamn girl whils
avoiding janitors and football jocks. Gdd but engaging.

Mr. Do! (1982)

*Cute’ has become something of a derogatory temn over
recent years but it was always the word applied to Ar
Dal when it first came on the scene in 1982, Fine audio
and sound effects, genius level design and, well, it was
cute. One of the first MAME titles you should try out.

~-Man
Pac-Man is a fimeless classic. Because the gams only
required one joystick and no buttons it was accessible o
anyone and the abstract gobble-gobble-gobbie nature
of the gamepiay did something really very special: |t

attracted girls into coin-op centres the worid over.

¥ 3e4)

The handlsbar controlisr was something of a novelty
when Paperbay first hit arcade centres. Although the
movement of the bike is a bit on the fiddly sids,
Paperboy still retains its chamm and will bring back
powerful memories for many. The game was so popular
that it wes converted to just about every format,

Fampart { )
There's nothing more satisfying than building somathing
of your own that you can stand back from and admire,
Except demoiizhing someone else’s hard work. Atari
combinad the two gameplay staples of construction and
destruction with a confidence not sean since its heyday.

Perhaps Midway felt that serving booze was a little
risqué. Whatever the reason, the sequel to Tapper had
you dispensing soft drinks to bizame customers such as
gliens, cowgirls and athletes. Delicious twitch gaming

Built at a time when ideas, no matter how left-fisld, were
turned into winning gameplay experiences, Toobin’
offered players the chance to raft down the Okefenokes
river in an innertube. Play it for the party scenes alons,
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The price is wrong

1 has always been one of Edge’s creeds thal its readers
| want the best that slectronic entartaniment can offer, at
any price. Theidea is that you, the reader are intelligent
enaugh to be aware of hardware prices ~ that getting the
imparted equipment and software requiired to run Gio
Gio's Bizame Adventure will cost, that having a games PC
means having a PC right at the cutting edge of next-gen
specs ~ and that you'll filter them in to the review on your
own, knowing your budget and desire,

Of course, yau're special, and the rést of the world is
somawhat less dedicated, which s why pricing is still an
issue that holds videogaming back from reaching As
widest audience, When a game as lightweight as
GunGrave = phiced in the same region as something as
time-consummg as Super Mano Sunshine, browsers may
presume they offer rodghly the same amount of
entertainment. The truth is somewhat differsmt.

Gaming's uttery rigid price siructure, where all new
consolé games cost mughty the same, (s haming the
Industry. i & haming tha industry because casual
browsars can't be sure what's in'the DVD box they'ra
buving and becatise, at over £40 a throw, it's difficult to
Justify 3 purchase With. @ queshon mark over it. Easier to
go for acouple of DVDs with pointless featursties ard
uriwanted extras: You know exactly what yeou're getting,

Of course, any kind of playtims measure 18 impossible,
mainly because the length of the experience for product x
will fuctiuata between gamers of different abilities and
pradilections; but alsc becauss it requires some honesty
an the part of games putdishers, So does Edge's
propossd solution; that games' shalf price should bear
some retation to the amount they've cost to davatop.

Thus epics Tike the Final Fantasy serles justify their
price 1ags by being the equivalent of television saries DVD
box sets, while shorter works such as GunGrave cost
somewhere closer to £20. 'd make new gamas an
Iimpnitse by again. it'd bring fresh peopie inta the industry,
It 'would be great for gaming, Of course, it's unlikely
happen anywhere agart from at garage leve): Jeft Minter's
Grid Runner 4+ 12 £5 from hitp/fwww llamasoft ook, and.
Edge can't think of a better way for any PC owner, 1=

regardiess of spec, to spend theirtime and manay, e
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GunGrave

Format: PlayStation2 Fublisher; Sega  Oeveloper: Red Entertainment  Prica: ¥5,800 (£32)

Retease: Out now (Japan), Winter (UK)

A s with other recent 3D action-adventure

a stylish new twist on shooting everything in
sight, And, as with those other other cases —
think Dante’s aerial displays or Max Payne’s
theatrically decelerated scum-slaughtering -
the thrill of the entire game fades alarmingly

) as the novelty gunplay loses its appeal.
- Although it combines a Max Payne-like
revenge motif with an obsession for baroque
rebel-coo! kitsch of the Devil May Cry varigty,
GunGrave is done and dusted in the time it
takes either of those titles to get going.

GunGrave's bravity seems almost certain
to be its undoing. The game Is the newly-
pragmatic Sega's first serious shot at the
lucrative action-adventure market that
Capcom and co have comered, but it's all
over in six short levels — the old, stubborm
Seqga thinking of videogame value in terms of
short arcade bursts rather than as
considered investments for the home.

It's all the more difficult to take because
of the fact that, despite a typically dubious
plot involving a murdered corperate wage-
slave taking revenge on his Chaos-backed
bosses and their corporation, GunGrave
begins like something special. Exquisite
anime cut-scenes — all resonant colours and
diaphanous delicacy - set the tone, and the
opening sections of gameplay seem to make

TRRGET

Gunfire can be locked to a target,
allowing players to concentrate their
non-stop destruction on a specific area

romps, GunGrave's impact is assured by

while strafing to avoid enemy fire

good on their pramise. GunGrave's world is a

It's certainly pretty, the dark take on cel-shading adding atmosphere and individuality. Sadly, once

players have finished the game and stopped cooing at the graphical sheen, there's little left to admire

“You will be forgiven for wondering if the entire
GunGrave concept isn't just a ruse to salvage
cel-shaded environments from THotD3"

cel-shaded, thirdperson landscape loaded
with enemies. The controls are thoroughly
simple {one button each for firing, jumping,
specials and dashes), movement is

analogue-only, and between them they are

Special attacks - like this one with the rocket
launcher - are illustrated with sio-mo effects

designed to help the player through what are
essentially a series of strung-together set-
pieces disguised as stages, avoiding the
haphazard fire of waves of enemies and
unleashing chains of direct hits In return.

An unbroken sequence of hits (to
murderous thugs or any number of
destructible iterms of scenary) constitutes a
Beat Count, and the patential for racking up
enormous combos is one of several neat
arcade-style scoring devices Intended to
extend the game's lifespan. There's a Halo-
like: dual-bar life systerm and an ‘artistic merit'
rating which bottoms out the moment
continues are reached for and rewards
vogueing — aka hero Grave's ‘Vanity Pose' —
in the heat of battle. These and the other
hidden chamms it reveals on repeated play
might have been enough to compensate for
its shortness if the sheer style of the game
had been sustained throughout,

Unfortunately, it hasn't. As it is, the
game's brilliant collage of every cool near-

future dystopia ever seen on a screen fizzles
out into generic banality. After later sections
in a train and in a bangueting hall which recall
nothing so much as the Virtua Cop games,
the ending descends into a The House of the
Dead exercise in tacky undead sci-fl, Indeed,
by the final battle with an overly familiar and
deeply disappointing blue boss, you will be
forgiven for wondering whether the entire
GunGrave concept isn't just an ingenious
ruse to salvage cel-shaded environments
from the aborted early version of THotD3.
GunGrave begins by parading so much
Invention and careful craft that expecting
great things doesn't seem unreasonable.
When it ends, the feeling is of regret for what
might have been. If Sega is going to cash in
on the action-adventure boom, it'll need to
go back to the drawing board and revise its
bang-for-buck ratios, Meanwhile, even g%ﬂ
more now rests on Shinobi’s shoulders, 5=

Edge rating: Five out of ten
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Almost every object in the background can be attacked and destroyed. While the non-stop
bang-bang-crash has a certain sonic and aesthetic appeal, it's hardly worth the entry fee

This set-piece on a bridge has Grave fleeing from an advancing tank while returning fire. Like Max Payne,
GunGrave allows players to pull off spectacular moves with ease, but like Payne, it soon loses its appeal




TOCA Race Driver

Formal: PS2 (version tested), PC  Fublisher: Codemasters  Uswsioper In-house  Prcs €40 Femass: Out now (PS2), Autumn (PC)

ou have to wonder. Anyone with a more

Y cynical outiook on lite than Edge would
lUpon Ipading up Race Driver and settling into
the first race, you would wonder why exactly
it has taken Codemasters so long to roll this
naxt-gen follow-up to one of the publisher's
most successiul and consistently strong
franchises out of the garage. After all, other
than the expected graphical enhancament
the series would appear to have only
travelied a handful of kilometres since 2000's
TOCA World Touring Cars, its last outing

Yes, there is the addition of namative but,
whila Edge is genuinely pleased and thankdul
to see someone trying to evoive the racing
genre, ultimately this particular attempt is
fiawed. Sporadic inltially, the cut-scenss only
really get going once you reach the final
stages of the career mode and go on 1o
reveal a disappointingly clichéd, predictable
denouement - the opportunily to include a
captivating piot has been shockingly missed

Typically, weather and time of day play
a large part, Expect hot midday sun,
warm evenings, exciting night races
and drizzle to storm conditions

It's still a superior model to that offered by the
majority of racing titles, and significantly above
average, but it's not the best in the TOCA series

In addition, as pointad out by Steven Poole
in Tngger Happy this month (p24), & s\mply
doesn't work - on-frack incidents and
cut-scenes feel worlds apart and the
numerous loading periods, though a
technical necessity, tend to destroy the
proceedings' fuidity

At least the actual racing, the game's
main ¢

oncerm let's not forget. = far more

accompiished. The in-car view, in particular,
is fabulous - easily one of the best examples
Edge has had the pleasure to axperience. At
times, certainly when taking part in the TOCA
rounds (the UK clrcuits appear better reallsed
than the rest of the admittedly impressive
repertoire), it feels like the real thing. It may
not look like it (although obviously more
accompiished than previous TOCA titles, the
graphics are stil some way off photoreslism),
t when combined with the game’s aural
abliity the resulting effect can be utterly
corvinging (see Days of thunder),
Frustratingly, the handling isn't as
impressive, While clearty an evolution on
what has gone before, not all of the vehicles
behave as you'd am to. Generally
speaking most of the touring cars {and that
includes the German DTM, Australian VB
Supercars, etc), although unnecessarily

Care has been taken to include most
aspects of a race driver. And the cut-
scenes, when they appear, are decent

(011}

One of the one-make single races you occasionally get to enter. Career progression is very similar to !
of WTC with the many championships divided across four tiers (an Elite, invitation-only round opens t

twitchy, feel intuitive and your thumb soon
learns how much steering input is allowad
before overstepping the mark. |t's the more
powerful vehicles you come across later on In
your career that disappoint the most - some
just feel absurd (Interestingly, TOCA2
displayed similar symptoms). Edge can't be
sure, but it feels as though the handiing
model has been given a more massmarket
treatrment since the E3 demo, which although
demanding felt especially promising. It's stil
a superior model to that offered by the
majonty of racing titles, and significantty
above average, but curiously it's not the
best in the TOCA sernes

Similarly, the behawour of your

competilors is erratic with some occasional
dubious decisions taken by the other 13
vehicles. They do weave around as you

attempt to overtake them and seem aware of
your presence on the track but somehow
they come across as more lifeless than those
of some of the game's predecessors. Other
drivers fail to display anything resembling
personality which is disappointing
considering how persuasive the Al routines
{obviously subect to player interpretation) in
World Touring Cars were.

Uttimately, you can't shake the reaiity that
while Race Driver can prowde some excellent
driving moments, it doesn't represent as
comvinging an evaolutionary roll forward as
Edge had hoped for. World Touring Cars
delivers a better racing experience and
TOCAZ2's handiing remains more
engaging. You have to wonder. ..

-y

2

Edge rating:
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One area that has progressed substantially is
the game’s comprehensive damage model -
it's one of the best examples currently around

Days of thunder

The sound guality me

it's clearly superior to the offerin

other racing games but in surrot

it's guite remarkable. Edge has rarely c
a fitle in this popular genre that

itement of the v
phere of a racing cockpit

as convincingly. If you still dismi:

potential of great sound to utte

the gaming experience, tities su

(MoH Frontline is anothe

more than i

Racing wise, there is plenty of variety as you progress through the many categories on offer. Occasional
pop-up can make judging braking points difficult. Multiplayer options are good and very playable (right)




Crazy Taxi 3: High Roller

Format: Xbox  Publisher Sega  Developer: Hitmaker  #rca $50(€33)  Pelagee. Out now (US), September 20 (UK) Privviously n E109
T he Crazy Tax formula has lost none
of its inherent cham since Crazy Tax

or Crazy Tax 2, bt this upda

YDIC & ¢'" AR
story of staid sequel ), ' " : 3‘» ‘@""}\'""‘_',.f )
but Crazy Taxi, it s % L ¥ ] d
there’s a few more minigames to iry out in
the enjoyable Crazy X je and a new city
to explore, but on viewing yet another
bunch of screanshats displaying a vibrant
yellow cab screeching to a halt near some
maore cartoon hailers you have to raise the
OOVIOUS ques

Let's be
game o warrar
Initial forays through the streets of San

on: why?

Francisco were a great deal of fun. So
f

much fun that you kept going back for more
For a couple of days. “It's still a great game
you said to yourself, while lcacding up
Shenmue, or some ather superior Dreamcast
titie. “I'll go back to Crazy Taxi when I've got
half an hour to kill." But unless you were a
Sega fanboy you never really did. Maybe it
came oul for a party or two. Maybe you
aven bought Crazy Taxi 2. Disposable fun,

s just that “ 2 ;r ]
the emphass is now firmily on the \ *‘
dksposable and les:

Here are soma harsh facts: if you have
esther of its predecessors there's really no
point in upgrading. And if you've never
played a Crazy Tax game before and want
o try it on your new Xbox then you can
expect some slowdown. Yes, although the
new host hardware copes with San
Francisco and New York admirably (ported v N \ ‘.‘({ﬁi\\:\
directly from Crazy Taxi and Crazy Taxi 2 N,
respectt Las Viegas and you can
expect t framerais. it's
cartainly to spol the expenence
theless =
3 werly harsh on
e an entertaining ride. Extra
features include a new improved crazy hop,
which combined with the crazy dnft, stop and
dash manoeuvres help 1o add another layer
of challenge to the experience. And there's
plenty of hard-to-reach areas to explore for
those with more investigative minds. Indeed,
Las Vegas is the mo

TR

#
i

2@Nd Nothing wrong wath
ant

50 on the fun L

But perhaps we Crazy driving Is actively encouraged and you'll
earn more money for performing outrageous
stunts to impress passengers. The replay mode

returns so you can see their reactions close up

what can still

Crazy driving school
In keeping with the spirit of the
previous games Hitmaker has included
a sernies of very enjoyable minigames
This time, howaver, the games are
structured in an X shape (hence
Crazy X mode) and get gradually more
difficult as you reach the centre. The
games are entertaining in thamsalves

t impressive city in the
senes 1o date and finding the g

Crazy Tax 3 is a

1o be occupying your Xbox dis

after the initial excitement has wom off,

Dextarity is required to operate the drive and but, due to tough time limits, also
=5 reverse gears in such a way as to perform the operate as useful tutorials for many of
Edge rating many gravity-defying manoeuvres in the game the vehicles’ drift and boost techniques.

091



Beach Spikers

Format: GameCube Fublisher Sega  Devsioper: Sega-AM2  Price; ¥6,800 (£37)

Heleass: Out now (Japan), September 20 (UK)

Previcusly in E110, EY12

uperficially, there Is nothing wrong with
s superficiality - everyone likes to look at
pretty things — but when it drives a game’s
development there's cause for concerm.
While Dead or Alve Xtrame Beach Volleyball
appears to be a case of gaming concept
evolving from aesthetic (and sexual) desire,
there Is no reason that beach volleyball
as a sport shouldn't lend itseif well to
videogaming. So Beach Spikars proves.

It helps to have a grasp of the sport’s
structure. A high net divides two teams of
two players, and each team has three shots
between them to send the ball back to their
opponents. The first touch of the ball is
damage imitation, the second sats upan
attack and the third s the spike. Thes is how
the game works: a coloured circie llustrates
where shots will land, and in order to keap
tha rally geing, the player must reach the
circie before the ball hits the sand. The
closer they get to the centre of the circle,
the better the shot, and the more potentially
pawerful the follow-up.

The exception is the spike. Hers, the
computer autormatically races the player o
the ball, and the plaver must concentraie
on stopping & power bar at an appropnate
paint 10 exacute a umping smash. Whils
they're doing that, the opponents position
themsalves approprately, sither for a block
at the net or 1o second-guess the direction
of the ball. It 1s a neat and tidy dynamic,
which offers little more depth than the
process listed above indicates, recognising
that any more complexity could prove
detrimental. Indeed, where the game
shines most Is in its fourpiayer mode, and
the fact that it's so accessibie means finding
playing partners is easy.

Arcade falls with little trouble at all, even

Tour mode s a little more substantial, but stil
falls to provide snough challenge to sustain
long-term singleplayer entertainment. The
opportunity to encourage or deride your
CPU-controlled playing partner during brief
breaks in play falls to add depth, and
increasing her varlous abilities by winning
and allocating stat points feels like a chore

n singleplayer, you ache for the joy of
muitipiayer, and that's the problem. But
with friends it is Virtua Tennis on holiday,
reading an airhead trash novel on a sun-

iy & o ot s

drenched beach. Simply, it is pretty: .

pretty fun, pretty girs, pretty vacant. ===
Edge rating: Six out of ten
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Cut-scenes between points capture the players' joy with wall-toned realism, and particularly sharp spikes
result in accentuated replays. Post-game, the celebrations are a little more tender, but hardly erotic

While the camera swings all over the court to
capture the action, it's rarely disorientating,
mostly because there's little else for players to
concentrate on while the ball's in play

Mannequin chic

Beach Spikers is beautiful, no question;
slow-mo replays impress and the girls,
predictably, are gorgeous, But those
embarrassed by Daad or Alive's
unashamed overtones will ba pleased,
because it is all benign stuff - no cynical
Tecmo ploys, just four lithe, perfect bodies
that might as well be plastic for all thair
asexual nigidity. That's not to say all
opportunities for commarcialism have
been skipped by Sega: sach stage is
heavily sponsored, but even at its most
obvious the advertising is more comical
than crass, and easily ignored.

093



Turok Evolution

Formiat: Xbox (version tested), PS2, GG Publisher; Acelaim  Devoloper: Acclaim Studios Austin Price: £40  Flelease; Out now

Although the crosshair tracking speed can be
adjusted, it falls to radically improve targeting.
Auto aiming helps, but it's not an ideal solution

The PS2 experience

Predictably the PS2 version {above) has
less textural definition and a shorter draw
distance than the Xbox build. in terms of
level design there's little difference apart
from the occasional enemy that's besn
removed to, presumably, encourage a
smoaother framerata. it hasn't worked.
The PS2 framerate can be choppy and

if anything, the anemies are even more
erratic. The GameCube bulld has yet to
be submitted at the time of writing.

094

As in Halo you get to fly and shoot as well. Unfortunately, the dinosaur ‘vehicles’ are not integrated into
the fabric of the FPS game and are merely tagged on as pace breakers. It's mildly entertaining though

Friovioasly in E107, E108

iritating. As if ¢
indlividually
of paper, cover
fold and then passad it on 1o the next person,
the game shows alarming

o over the evidence with a

Evolution looks [ike a titke rushec
for the pre-Christma
icularty retarded. (

e tasks well, lor example enemies run

v, with the Al

S Wil

for cover and surrer
but in other respects the

sophi

on and fall to show any contexdtual
sansitivity. Adversaries will walk into their own
and climb up

grenages, run around in cir
and down ladders like dementad
steaplejacks. Such behaviour doesn't ocour
In every encounter but It's prevalent encugh
to spoil the | atmosphene

Targetr

some. The

y mapped onto t

Atternpting head shot
1o be and making in

3 the lack of sensitivity.

Turok Evolution continues
Sat,

only this time it's your task to travel back in

from the previous NB4 adventurn

time to defeat the dictator Tyranus and free

compounads and the destruction o

technology centres, do encou

source of evi
wedl and the trans
the futuristic is handled &

There a

v,
other neat touches. The flying

sections break up the pace and there are
some satisfying weapons later in the game
But a level that sees you pelting though
corndors only to be pulveri

1 Dy

prescripted explosions i§ evidence of idiot

10 WarTe Ty

Another three months in development

might have improved things markedly.

Five out of ter



Mat Hoffman’s Pro BMX 2

Format: PS2 (version tested), GC, Xbox, GBA  Putisher Activision Developer HotGen Studios  Price: €40  Releass: Out now Pravously in E106. E109

A developme

falled to beat t

Freestyle BMX)

mpetition (e Dave Mira
e turn of HotGen

Studios to try out-tricking its main rival, the

predictably titled Dave Mira Freestyle BMX 2,
To save some you reading time, it

doesn't manage it. But that's not to say it

dosasn't possess ts own strengths. The

maost apparent has to be its structure: join

locations (within reason, prograssion IS left
) the tour did last year,
unlocking plenty of real life foot

ags in
between the stages, Hardly revolutionary,

gl ouch none 33—

it makes the e

B, DUl 8 WaiCoIT

vert and street antics. And Hoffrnan fi

catches up with Mira's trick-morphing abi
thus vastly increasing the number of moves

available (and ke Acclaim’s title, inevitably

allowing some daft variations)
On paper then, everything looks in
place but start pedalling and, like Mirra 2,
a few annoying niggles emerge. The fact
that the graphics are again functional rather

than impressive isn't a crucial issue and
Edge is perfectly prapared to ignore the
occasional glitch. Slightly more significant
are the inconsistencies in pace and
momentum - for one, the riders spin too

fast which can often make things look
unnecessarily franzied — while the camera
feels too clos n (although

agmittedly this doesn’t seem as pronounced

after prolonged play)

As with pre

and everntually you

S Dike tith

However, the overall [ack of inesse Is
beginning to grate. Perhaps the next
instalments from Acclaim and Activision [ 53

can remedy matters ==
Edge rating: Six out of ten

The camera is manipulated with the right
analogue stick and can be locked in place by
pressing R3. It does feel overly close to the
action at first but you eventually get used to it

Half TABLE

As ever, expect amateur, semi-pro and pro challenges to open up in succession and access to other levels
is achieved via their completion. In addition, the multiplayer modes are fun and there's also a level editor
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Mafia: City of Lost Heaven

Formial: PC  Publsher: Take 2 Devoloper: lllusion Soltworks  Price- £35  Rels=se: Out now

Previcusly n ERQ

[ p—

¥

While the driving elements take up the
maost time, they are unsatisfactory compared
to the more action-influenced sections

Garage rock

Mafia's approach to car theft is more
sedate and structured than the grab-a-car-
any-car approach that distinguished
Rockstar's evil child. To steal a car you
have 1o know how to opens its lock,

which is taught by a stuttering mechanic
as you progress through the game. Uporn
stealing one, it's placed in a garage and
made avallable for future missions, Car
fanatics will be especially fond of
wandering beside row-upon-row of
glistening chromed beasts,

096
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While the scenery itself can often appear somewhat flat, the actual car models have been lovingly
rendered (left). The airport level is one of the more expansive set-pleces in the game (right)

art, ILis

yames dealing with

and dealing with it in wha
superficial level at least
similar manner. With Grand Theft Auto Il still
setting sales records, why publish M

First, it's a PC lead game, and with the

o0 be an axtramaly

botched conversion in technical terms -

framerate probiems abound on

COMmpiut:

impr nis in the combat

ystem - there’s

certainly room for a GTAN-s

Second, at

similar to GTA/ Y

branched narrative pr 55 was t

force throughout, it was really

game reliant on a standardised ruleset in a
general, open playfield, in love with the

possibilities of emergence. Mafia, while

featuring a living city, is a game far more
about the scripting of ind

the city

vidual e Inters,

The dnving abou 15 a minor element

compared to the Importance of the individual

batties centred in areas constructad specially
for the mission. Dus 1o the more realistic
dnving system — and penod-approprate cars,
many with imited performance - players will

r CILIE &
Edge would have hop

makeas a brave stab at an

but like many epics,

expanss fo




Conflict;: Desert Storm

Format. Xbox [reviewed), PC, PS2 Publishet SCI  Develope: Pivatal Games Prico: E45  Roease: Out now

Previcuay m E103; E113

w arld War | titles often seem
precccupled with recreating set-pleces

of gory, eviscerating, gnt-spattered glory at
he expense of freedomn, Conflict: Desert
Storm however, a game based on the
ppening acts of the Gulf War, seeks 1o injgct
some of the more thoughtful elements of
combat usually associated with the Termorsm
101" courses offered by Tom Clancy titles

And for the most part it succeads in
providing the player with a palatable mix of
tactics and gunplay. it's military kindergarten
shuft, providing a thorough grounding in the
basics: covering angles, assessing and
uhising strengths of your team n Synemy —
don'’t aim for the head when using an
autormatic rifle, level your sights on the midriff,
and let the kickback trace a series of bloody
buttonholes up the chest; certain weapons
can only be usad while stationary, and so on.
And that's how deep the strategy runs.

d this uid aimost be bifled as a
third firstperson shooter wherne the opposition
rarely comes within point blank prosdmity.
Anyona comfortabie with the thesis of pre-
mission briefings, biueprints and documents
that titles such as Ghost Recon involve may
feel patronised by the lack of ngour

During segm of certain missions, a
stream of enamies will constantly spawn unti
you pass an invisible waypoint, which is a
good indicator of how basic and accassible
the level of action the game tries to engender,
especially during later missions. Your main
task Is gaining the ground, edging your
squad forward one-by-one, while still offering
each other adequate protection. Completing

1 QLECtives is a trviaiity. as they cenire

e of enemy forces, or
upied zone.

The most jarming part of the expenance
Bn't how economical with reality the
developer has been In tenms of satting, bt
the typically disabled behaviour of the enamy
soldiers, who come across as blind and deaf

ting a
nfiltrating af.oc

o whatever rowady warfare is going on just

the coherence of the
experience, not the primitive visuals or the
lack of military fetishism.

The squad's Al, though unsophisticated,
works solidly. And next to the idio

savant

behaviour of most videogame team mates,

1l

it's a virtue. Dasert
rmentary,
manoceuvres and autc-aming action

Edge rating: Seven ou

o three other players can join up at any time

§ You have two save games per mission, which
\\\. makes for a pleasing balance between cutthroat
\ \ | heckpoints and ion-free quick saving. Up
RN

Sarge's heroes

Your squad Is composad of four members,
each with a specialisad inventory — scout,
sniper, heavy weapons and explosives. It's
not until they've got some significant
combat experience under their belt utilising
their respective favourite weapons that
you'll notice differences in skill. The sniper,
for example, draws his target with
practised speed and precision after several
missions and pramotions. If you lose a
colleague in combat - although you've
three minutes to rescue them with a medkit
once they fail in battie - thay'll be replaced
in the next mission by a nascent rookie

Issuing commands is simple, requiring single button presses in conjunction with the left trigger. Next to
its PC brethren Conflict may feel too much like a Fisher Price combat sim but that's presumably the point



Murakumo

Handling feels awkward and the target-tracking
system isn't what it should be. Crucial flaws for
a game that has to rely heavily on such elements

Making the grade

As with any self-respecting arcade shooter,
progress through each of Murakumo's
levels is rewarded with a grade, with "SS'
representing the optimum performancea. In
the interest of presenting a comprehansive
and fair review, Edge would dearly love to
reveal the lower end of the scale, but
apparently it's a feat in itsaif to compileta
any mission with anything less than an ‘A’
ranking. Certainly, Edge didn't manage to
do so, despite sustained and Involved play.
Not necessarily a major flaw, but it does
rather pose the question; why bother with a
ranking system in the first place?
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Forrat: Xbox  Pubicher: From Software  Develuper: in-house  Price: ¥6,800 [E37) Fsleasa: Out now (Japan), TBC [UK)
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While everything shown pre-release pointed to an experience capable of taking on the Armored Core
saries, the reality is somewhat less exciting. There’s some fun to be had but it's short-lived, average stuff

rom Software was undoubtedly high on
Microsoft's ideal list of potential Uapaness
Xbox publishers. As Edge goes 0 prass, it's
too early to tell whether Murakumo can
match the Ammoved Core series in shifting
massive numbers
Microsoft was banking on

consoles, but if
ime that's quite
so distinguished, there are probably one
two disappointed faces in Redmond. Unlike
the Armnored Core series, which is
charactensed by a fine biend of considersd
strategy and thirdparson action, Murakumo i
an outright arcade shoot 'em up. And though
e he production values of the
Armored Core games — lavish mowvies
mediocre piot, etc, = it's just not as satisfying
In many ways. the game's like an old
skool 2D shooter wril large for the 3D era; the
forward momentum is unceasing, the
pyratechnics are exquisite, and the rout
attack waves can be leamed by rote to make
progression a fittle bit easier. Choosing one
five '"A RS’ (big robots), each with the
paylcads and handiing charactens

L bears

players must navigate 17 basic missions
before unlocking a nandful of expert levels
The structure is the same throughout; pursug
a speseding opponent and take them out
Although the game is visue

and does contain its share of w

impressive,

eral th

there are too many flaws for it to live up to the
adrenaiime-burst gamy y
predecassors. The target-tracking system
doesn't quite work for exarmple, and the
unceasing forward movement causes
problams if you hit an obstacle. Equally
significant is the clunky handling — which Is
sSurpnsing
dynamic that runs thros
al=o Inc
And it's

its spiritual

ven the high-octane chase

out the game, Dt

Ny Imitating.

50 surprisingly short-lived. Whike
sarlly a shortcoming, the vast
majority of the game is just incredibly easy -
most levels will be completad on the first
attempt — but a handful of levels are
exceedingly frustrating. Without these levels
the whole thing would be over in a couple of

hours, but by forong players to repeal severs

this isn't ne

evels ovar and over again, the developer has
managed to stretch out the experience 1o
three or four times that, So not anly is it short
it also feels stretched out. Indeed, while there
are several mechs 1o try out, there’s not

ganed to ment

game with each

g
= of an average expernence. =
rating Five out of te




Riding Spirits

Format: PlayStation2  Publisher, Bam! Entertainment Developer: Spike  Price: 840 Ralease: Out now

Previously in E107, E114

iding Spints announces its passion for biking from
R the offset much in the same way every Gran
Turismo title declares its love for automobiles. This is
particularty appropriate given that the game has often
been described as the GT of the bike world. And In
terms of content (the stage is shared by commercial
and pro circuit bikes), attention to detail and structure
the comparison is valid. However, it's also a far less
forgiving, and so less accessible, environment - the
handling is more than capable of alienating all but the
most dedicated bikehsad. Yet it's worth perseverning as
Riding Spints can be as rewarding as It is demanding,
Less satistying though, Is the mediocre intelligence
of the opposition, the angular visuals, some odd
collision detection and, most crucially, the lack of
independent front/rear braking (one of MotoGP: URT's
master strekes) which forces a level of nding precision
many will find overly capricicus: Then again as in
Climax's excellent racer the opfion to control the rider
independeantly from the bike helps matters significantly.
Riding Spirits gets much more right than it gets
wrong. But you need to be prepared 1o put in ==
the track time to fully appreciate its qualitiss. 'ﬁg

Edge rating: Seven out of ten

Gio Gio’s Bizarre Adventure

Format: PlayStation2 Publishar: Capcom Developer: In-house  Price: V6,800 (E37) Rslsass: Out-now (Japan), TBC (UK}
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There's a comprehensive selection of bikes,
a good sense of speed and on some

the changes in elevation are
wonderfully conveyed. The way the auto
gearbox can be overriden at any point is a
great touch. In-game it's a little difficult to
distinguish your bike engine from that of the
competition’s. A hard game but worth the
effort. Owners of widescreen televisions
should appreciate the game's 16:9 mode

rish

B T Y

Fans will be delighted at the way plenty of
new characters are introduced, and cut-
scenes remain remarkably faithful to the
game's manga inspiration. But the lack of a
multiplayer mode, and the contrived set-
piece nature of many of the levels conspire
to undermine the utter magnificence of the
characterisation and cel-shaded aesthetic

espite the large number of sophisticated and
D complex beat "em ups there's still a fairly
unchgnified minority that can be completed by the
repeated use of jJust a single button. The last one Edge
reviewed was Kabuki Warriors (1/10, E107). Strictly
speaking, Gio Glo's Bizarre Adventure isn't just a beal
'em up, S0 a similary monodynamic outiook isn't quite
50 detrimental, but hopefully you get the paint.

It's a shame, though, that while Capcom has clearty
put considerable effort into producing a vidsogame
conversion that does justice to the vibrant aesthetic and
tortuously complicated politics of the original manga
series, this isn't matched by a similar attention to the
mechanics of play. Gio Gio's is evidently a labour of
love, rewarding fans of the manga with a remarkable
degree of authenticity, and a host of level secrets that
require knowledge of intricate plot details.

But while the lame 3D beat 'em up at the heart of
the game s slevated by design inspired by traditional
boss encounters, some biriliant ideas are let down by
inadequate execution and an obiuscatory camera. On
top of which, it's also fairly short, despite |
additional modes and plenty of extras to uniock

of ten

Edge rating: Four o
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Need for Speed: Hot Pursuit 2

Formai: P82 (version tested), Xbox, GC, PC  Publisher: EA  Developér Black Box (PS2 version) Price: £40 Felsase October 25 Pravicusly in E114

he first NfS titls Edge has bothered to play
T extensively since the onginal 3D0 versiop, Hot
Furswit 2 agasn continues the senes’ love afiair with
autormotive erotica. Ferran, Lambaorghini and McLaren,
among others, offer examples from their aspirational
range, though predictatily you have 10 work a littie
before you can get your feet on that particular selection
of drilled pedals. The vanaty of gamea modes, however,
ensures this doesn't fesl ike a chore (furthermore, all
events reward you with riew cars and tracks so there’s
na reason why you should feel under pressure to stick
o one particular mods). And the handiing, though
clearly massmarket friendly, is perfectly adequate

On the track, course design may not reveal itself as
exempiary but i does encourage x button abuse, muct
to the deiight of the local police force. Officers do

anything to stop you (and your feliow competitors)
One of the game’s more interesting
elements s the ability to defect over to the
law-enforcing side and chase racers around
the tracks. In twoplayer mode this can be
particularly rewarding. A good sense of
speed and EA's usual high standard of
presentation complete the experience

resulting in occasional moments of exhilaration. Like
your CPU opponents, they seerm more intelligent than
In recent NS games, though a cerain amount of
artificiality is stil evdent

Expect a reasonable amount of fun, then. I
But this is still not as good as the 1994 original g

Edge rating: Six out of ter

Eggo Mania

Format GBA (version tested), GC, PS2, Xbox Pubisher: Big Ben Interactive Deveioper HotDen Studios Frice £30  Fslsass: Out now

uzzle games can usually be judged on the

P number of buttons they ask the player to use
alone. D-pad aside, all the greats, Tetrs, Puyo Puyo,
Mr Drilier only require one. Eggo Mania requires three
and the rather fiddly control scheme prevents the
game from beng as "‘pure’ as its brethren

The premise is simple encugh, bulid a wall faster
2. Bricks tall

than the nval at the other side of the di
downwards and you must move Eggo (or one of his
chumsj to catch it and then press a button to siam it
down into place. Inspired by Tetris, solid wall-bullding
Is rewarded with higher point-scoring and stable
foundations (the wail is likety to crumbie if too many
gaps are left). Bricks can also be rotated and
discarded should the player wish

of power-ups and weapons,
such as lightning bolts and bomibs to throw over at
your friend or CPU opponent, yet even with novel

There are plenty

Backgrounds are vibrant and colourful but
have no impact on gameplay. Creatures,
such as parrots, will swoop down to steal
the pieces your character is holding. This
becomes mildly irritating after a while

extras such as Sunival and Bomb modes, Eggo
tly too elaborata for its own good.
Fun for a few days, unfortunately, Egoo Mania

Marua s just =

doesn’t have edher the compulsive quakites of ﬁg
Tetris or the cersbral challenge of Puyo Puyo =

Edge rating: Five out of ten
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The making of...

FverQuest

The largest firstperson virtual universe ever created,
EverQuest has over 100 million square feet of virtual
real estate, in which more than 400,000 players make
a living in the 27th strongest economy in the world...

T



the making of...

2 iNgs and vows, in a warld
they had made, and it was nothing they
coud have pradicted. "There was a GM,”
ramembers John Smedley, the original
producer of EverCuest, “me, Brad
McQuaid. .. and we sa

game. [t

ng in the

Thera hac

NS CoOmmon on

-ampuses were a big
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The graphics in EQ are not afraid to cater to the more |urid tastes of fantasy fan-dom. Newly
created wood-elves are particularly naked, a fact which has lsad to the nickname ‘EverChest’

Steve Clover, co-creator and lead programer,

christened the EQ universe, now stands at
millions of square feet of virtual real estate, with
an Ebay exchange rate of 75 platinum pieces to
the US dollar, and, according to one economist,
a per-capita GNP of $2,266 — greater than that
of China. At the start of development, though,
the project team had no idea their creation was
to begome such a phenomenan.

Clover and McQuaid had been working as
database programmers, developing a
singleplayer APG together in their spare time.
The few offers they had fell through, so they
posted the demo on the Interet. John Smedley
saw the demo, and offerad them a job, "As
muich as we loved database prograrmming,”
says Clover, “we jumped at the chance.”

As Bill Trost, senicr game designer,
remembers, the team's saving grace was that
they had no ldea what they were letting
themselves in for. “When | joined the project, EQ
was Just an idea. They wanted to create a
graphical MUD, and had some idea about how it
wold look, but not many specifics. We had lofty
goals but we were lucky: we were teo young
and too new to realise how difficult it would be.”

Steve Clover created the original map of
Norrath, inventing the city names - including the
branded capital, Ceynos (SonyEQ spelt
backwards) and, with Brad McQuiad, wrote the
main design document. They sketched thres
continents, accassible by boat, where players

could fight, loct, barter and even learn a trade.

"No one had ever made zones of that scale ina
3D game before,” says Scott McDaniel, EQ's
art director. "We didn’t know what the impact of
open geometry or 10,000 in-frustum polygons
would be. The programming and art teams got
togsther, and through sheer trial and ermor we
banged out a system that was robust enough to

take dozens of players in a zone, but still allowed
the freedom to create very different landscapes.”

Their offices in San Diego (Clover still brags
that he can "go surfing and skiing in the same
day without driving too far.") were the perfect
muse for Norrath's varied terrain. And the
eventual population explosion that made the
EverQuest phenomenon unigue was mimored in
the early days too, by the way their staff quickly
balloonad within their small office. “Early on.”
McDaniel remembers, “there were maybe 14
people attached to the project. All seven of the
artists shared one cube in the old SCEA

building. It was... a bonding experience.”

Smooth development
Smedley remembers the whole gevalopment

process as long, but "amazingly smooth.” He

belleves EverQuest was closer to the onginal
design document than any other game he's
seen. The development process was further
eased by their decision to keep the NPC Al as
simple as possible. “With a massvely multiplayer
game," says Clover, “you need 1o be able fo
handle Al for hundreds of entities at once, so we
neaded as marny shortcuts as possible — much
more so than a singleplayer gama, which can
get away with just processing Al for entities that
are close to the player.”

EverQuest's development was ariginally
slated for a year, but at the end of that perod
all the team had was a working demo, Yet
all the elements that made the gams (dubbed
‘EverCrack’ for its addictive qualities) so
compulsive, were already in place, "The first time
we showed EQ at E3," Clover remembers, “we
had some computers hoocked up to our server,
which allowed the public to sit down and play for
a few minutes — and we had a really hard time

getting peaple to stop playing. We saw more

EDGE#15

than a few people spend the better part of the

day at our booth, That was when we started to
ses we might have a hit on our hands.”

Once they knew the game was going to be
fun, the biggest anxieties were about the
hardware. Each of the 40 EQ worlds now takes
over 20 high-end dual-processor machines to
rur. “The server architecturs 1s modular,” says
MeCuaid, *with zones running on multiple
machines, So as we sxpand the world, we just
add more ‘Zone servers.”” The client-side
technology was more of a worry. “This was back
when we were developing a software rendarer,
and using Pentium 133s to develop the client.
We were worried about framerate. What might
happen if a bunch of players appeared onscreer
at once? But we couldn't stop an ammy of
players from assembling; nor did we really want
to. So we designed the game for a maximum
group size of six, made some character
optimisations — for example, dynamic level of
detail on character models — and hoped for the
best. It turns out that we can display many more
players than we'd ever have hoped.”

As Clover remembers, "One of the biggest
decisions was whether we should support
software rendering, ar go hardware only. To put
things in perspective, there were absolutely no
3D video cards avallable at the time, but this
company called 3afx came down to talk to us
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a lie down

Examining gaming history from Edge’s perspective, five years ago this month

Issue 51, November 1997

1. Fin Fin, half dolphin, half
bird, all “totally useless
exercise in artificial life”

2. Death Tank, free with
Saturn Duke Nukem 3
Skullo and Ken pick up
chicks at JAMMA 4, The
Super Furry Animals play it
cool in Actua Soccer 5. Final
Fantasy VIl "bursting with
outrageous effects” 6. The
layout for Edge’s ods to the
Saturn, featuring a huge
upside-down pentagram

There’s a fine lins between PR and desperation

"Many gamers still maintain that Sega Fally is the best

game ever," said Sega's UK marketing director, "We'll
not dispute that!” Well, you wouldn't, particularty in an
Edge article looking at its hardware's increasingly niche
status. The pentagram-branded article was called ‘The
Cult of Saturn’, presumably alluding to the devolion of
the Sega hardcore, but prompting thoughts of a
diminishing encamprment of devotees all holding hands,
drinking Sonic-branded Kool-aid, and waiting for that
Diural comet to take them to a better place.

DID THEY REALLY SAY THAT?

“Sega was number one in the market with the Mega Drive. and it will be

again in the future — there is no doubt about that” — Jo Biaden, Sega’s
UK marketing director, on the Satum's prospects.

DD EALL

“Whe'd buy Shergar's affspring, which m

any oid nag, when the stud isaif could be purchased?" Edge discusses
the ethics of selective breeding in Cyberiife’s Creatures:

- e S (AND RATINGS

Final Fantasy Wi (PS, 810}, Castievarsa: Symphon t
BA10); Rapid Racer (PS, 8105 Hawan If (PG, 870 G-FPolice (PS, B/
Dark Reign (PC, 8/10); Shadow Warrior {PC, 510} Nuckear
B/10); Rockman X4 (PS, 5M10); Duke Nukem [Ssthum, 8101
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Licensed games are destroying the industry? "Pah,” says Nigel Collier, Star Wars is “the game.”

Buming Rangers proved a litthe more uplifting for
thiul, but the testscreen section was dominated

term appearance
and gamers Cunous
e Night were told
they'd "relish its classical sensibifities.” PC games also
did well; Hexen Il and Dark Raign received BA0 reviews
a paort of

sar essential

purchase.” er

thused Edge. Well, that's it. With

that and Sega Rally, how could

381 ASS D7 s IS
226 43T T2 e —
SIS 519 B ) E—

A long time ago in a galaxy far, far away.. |
used to play a game. The game, When | sat down to
write this, all my favourites flashed through my mind;
Elite (C64), 1942 (Arcade), Leader Board (C64), Tetris
(GB). X-Men (Arcade) and Paradroid (C64). However,
one game provided the ultimate gaming experience
for its time. It had stunning 3D vector graphics, great
gameplay, total immersion, a great story, a
soundtrack that sent adrenaline coursing through
your body, surround sound audio, speech samples
from the film, & wonderful controller and to cap it
all... you had to climb Inside a huge cockpit to fly an
X-wing fighter. All this for only ten pence and nearly

EDGE #115

20 years ago too. That's 20 years ago. As a young
bay, there was only one game for me. Star Wars.
The money went in. The game started. | was no
in the *Star Wars' universe, literally, surrounded by
screaming T.I.E Fighters as they moved into attack
formations. | took out both the T.1.E Fighters and the
shots fo protect my shiglds. Then Darth Vader's
fighter appeared. How cool. | got to take out the big
man. After knocking out the tower tops and flying
through the trenches, | launched a proton torpedo
down the exhaust port and blew up the Death Star.
That was a game. As a boy, | felt like the }4&
force was with me when | played Star Wars. =
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FAQ

David Braben

less you're a new videogamer, Braben
U 1 no introduction, Ckay, then.

His studio Is currantly working on three
multiplatform titles. And he's responsible for Sits.

What was the first videogame you played?
The original Space Invaders in a cabinet in a pub.
| rermember there was a queue of perhaps 20
pecple walting to play this strange frult machine-
style thing. It looked fun and | was surprised
there was no sort of pay-oul. | suppose that

was my initial expectation as it was in a fruit
machine-style cabinet. It was guite a short go,
but strangely compeling

What was the first computer/games machine
you owned?

An Acom Atom. At the time the Atari console
ery popular, but my fascination even then
ot with playing the games but with how
vere made, and you couldnt program the
Atari console. | remember the Sinclair ZX80 was
advertisad in several magazines, but when | saw
one, it looked so chaap and nasty | thought it
wouldn't last five minutes

was

they

What was the first thing you ever created fora
computer or console?

| typed in a few programs from the programming
guide that came with tha Atom: "Atomic Theory
and Practice' by David Johnson-Davies and
lsarned a great deal by heavily modifying them.
In those days (cue sound of Hovis music, sepia
tones, etc) books were not ashamed to start
teaching assembler programming by about page
50 - that's how It falt, anyway - and it was a
great way to learn.

What's your favourite game ever, and why?
Defender — the arcade version. It had that elusive
Meal' and it was satisfying to play. | think there is
an element of nostalgia to me, too.

What was the last game you played and what
did you think of it?

| dip into lots of games. Perhaps the last game |
really enjoyed was Halo — some of the sneak
pround sections with the sniper rifle worked very
well, but overall the game lacked the go-
prywhere feel that was originally toutad - it falt
very railroaded. The last game | played for more
than an hour or so was Luigi's Mansion. Although
it was a fun idea at first | was quite disappointed
by it; it felt repetitious, and too sasy to put down.

What game would you most like to have
worked on?

Pefender. | had a chat a few years ago with
Eugene Jarvis, who wrote the original Defender
for Wiliams. The enthusiasm with which he
described the bizame experimentation process
Lsed to produce the sound effects for Defender
was an amazing throwback to the early days of
paming — and the time where the programmer

was expected to do pretty well everything

at new development in videogames would
u most like to see?
Genuine two-way speech, This unlocks a whole

|
grea of unexplored game design ideas.

at disappoints you about the industry?
he ‘me too' nature of the industry, and the risk-
l—:lverse publishing strategies, This ends up with
?m many games feeling very similar

“Some people might describe their galmes as art, but in my
opinion this is a sign that such a gamF is lacking in other places”

The first game | created from scratch was
called Nuclear War. It was a twoplayer game —
games of Missile Command side-by-

: ing missiles were fired by
the other guy, and the winner was the first to
destroy all of the other guy's cities

What was your first job in the industry, and
what was the first thing you ever designed?
My first ‘job’ | suppose, was In co-writing Elite,
though this was unpaid up to the point the game
was nearly finished, and we showed publishers.

| had approached Acornsoft with the games |
had already written, but their interest by this point
had moved off the Acorn Atom, on to the just-
released BEBC Micro.

1

Whose work do you most admire?

Miyamoato, | think. He does very well in coming
Lip with a consistent ‘whole' game. | realise these
bays he is managing big teams, but he has
managed to keep large projects 1o a consistent
Mision, which can be 2 difficult thing to maintain

What current gaming platform are you most

satisfied with?

PS2. Because of its huge success, more ‘niche’
ames are starting to be developed, and | think
is Is a very positive thing. The machine itself is
ften criticised as being the least capable of the
urrant consoles, and though this s true 1o some
xtent, it still has unexplored potential (partly
ecausa it is less straightforward to develop for).

EFEDGE

:Do you have any thoughts on mobile phone
paming?

:It‘s a great idea, but currantly it's a mess. Until a
more unified system of getting the games, paying
ifor the games and controlling the games on the
ikeypad is in place, they will remain one-offs. In
{1996 we were involved with & consortium of
iphone manufacturers in trying to establish such
\pmoesses. but it went nowhere

Videogames: Art or Entertainment? (Discuss)
Both. Clearly. Most things {even half a cow) can
be considered art — it just doesn't mean it's good
iart. Some people might describe their games as
art, but in my opinion this is a sign that such a
game is lacking in other places, Frankly, a game
has to be artistically appealing in some way (aven
the less-is-more appeal of say, Vib Ribbon) to
draw me in. | am wary if this ‘art’ is all there is -
more often than not if a film is descrbed as 'arty’
then this Is meant as a criticism, not as praise

The "or' in your question is the nub of the
lissue. If a game is not entertaining, then it is a
failure. The art itself is part of that entertainment.
'So | think both have to apply.

What pleases/disappoints you about the way
videogames are discussed in both the
specialist and mainstream press?

iMost magazines (other than Edge) have little if
any, discussion of the reasoning behind why a
lcertain game was developed and why particular
!desgn choices were made — interviews with
ipublishers, developers and so on. Those same
mags often complain about the samey nature of
games and the dominance of sequels. In my
experience, most people have strong opinions
iabout which games have the best controls,
puzzies, etc, so | think this is of wider interest,
but would also start to draw attention more
ltowards games that provide a fresh approach.




126

Paul Ibbotson, E114. got me thinking. In
fact that was the essence of hig letter. Not enough
games are designed today with the intention of
giving the player a truly cerebral experience. I'm
sure that many designers and programmers are
inteligent members of our world, so why isn't this
more frequently reflected In their products? Many
games have excellent central ideas, but the
execution of those ideas then results in a fairly
(mentally} unrewarding and plodding experience.

One can't help but wonder whether this may
have ramifications on another discussion that has
been appearing in Edge for the last couple of
months, that of aging gamers no fonger finding
‘that special expenence’, or ‘wow factor’ that they
once did. Suraly part of the reason for this is not
simply that games are becoming less iImaginative;
but that we have matured and now expect more
from a gaming experience.

if games are to become a greater part of our
culture, then thare must be an evolutionary jump
forward in their design and exscution 1o
acknowledge a shiffing user base. As a 32-year
old, | still enjoy a fair amount of shooting, codging,
puzziing, etc. But I'm no longer sure that's anough
for my generation. As Paul implied, one is often the
subject of dension and misunderstanding from
ona's peers who perceive games as a waste of
time. Now lst's imagine a future whare instead of
derision, one can saunter into work and at coffes,
casually let slip that you completed the latest stage
In game X and your peers sit back, quetly
humbled; kudos! Kudos because they know how
hard X s, because thay are all playing X, because

« they haven't yet crystallised the solution and they

know that to have done so, you have had an
Inspired moment.

The kind of games I'm talking about would not
necessarily be aimed at the vouth market, but
Instead at the increasing number of parents and
career workers who earn a decent income, know
most film plote Inside out and prefar an interactive
challenge In the evening, rather than vegetating
while watching banal soap operas. Give us a

Letters, Edge, 30 Monmouth Street, Bath BA1 2BW

|
Communicate by post:
edge@futurenst.co.uk

challenge, make us think, mix in complex problems
with adrenaline, education with adventure. Give us
a reason to keep playing.

Dr Barry Gibb

It is @ somewhat ironic and depressing reality that,
generally speaking, publishers continue 10 ignore
the audience that videogaming captivated in its
infancy, preferring Instead to focus on newer
generations whom they fesl represant the most
lucrative market. Hopefully as developers mature,
games will do so alongside (think Rez or ico) but
these games will continue to be the exception -
we're all likely to still be shooting, dodging and
puzzling for some time to come.

What makes the perfect games such as
Mario 64 and Ocarina of Time? Simple, It Is the
pure fact that you feal as though you have total
control, what you want to do happens. This Is
nothing 1o do with the controlier or realism. In
Mszno and Zeida (even Goldentye) the character
falt ke an extension of your own hand so the
gameplay was constricted by your own abilities
and not by the tuming carcie of your car or jet ski
or how fast it is. Or if the character is a fat
bastard who has weight but the tumning circle of
& humpback whale.

If you ever player Starfighter 3000 on the Acorn
you would see that what made it such a great
game was that there was complete freedom.

For instance, climbing into the atmospere and
dive-bombing a target with lasers and missile
turrats firing at you with other fighters on your tai,
pulling up at the last sacond (because you know
you could) swerving to avoid more missiles, fiying
lower and scraping mountains to get the fighters
off your tall, Star-X is a poor attempt at a remake
of this game. A direct port. similar to that of
GBA Elite would have been much better. Elite
another great game on the Acorn, note total
freedom and contral.

| have never played it but i am sure that Halo is
the same from reports that your weapon is an

extension of your own hand, this makes games far
more enjoyable and gives a far longer lifespan - |
still find myself booting up the Acom for a couple
of hours of trashing Intergalactic TV stations i
Starfighter or trading narcotics in Eite. I'm only 16
and have bean playing these games for seven
years, and very few modern games top the pure
enjoyment factor. So go ahead, remember the
rush, Get 120 stars for tha seventh time. Show
Alec Trevelyan who's boss. Take a leisurely glide
over the Grand Canyon.

Have uninhibited fun, if the new games are not
up to it then some of the old ones certainly are.
And developers, heip bring the good oldies to the
younger generations, don't let them miss out,
they're still better than half your games.

Andrew King

| see that once again, videogames are the
target of some focus group. blaming all the
problems of fat, lazy children on our beloved
hobby. The Scottish executive have teamed up
with sports scientists and head teachers to try
and lure children away from consoles and back to
more traditional school playground activities ke
skipping and tag.

I'm not going to bore everyone with the “| have
been playing videogames for 20 years and they
never did me any harm” story but... well... | have
been playing videogames for well over 20 years,
more so now than when | was younger as | find
myself with more free time and, more importantly,
pots of cash due to a good job.

My point you ask? My point is simpie, when |
was at school, | was encouraged to play sports by
my teachers and parents {volleyball and basketball
in my case), | had a group of friends who would go
out and ride our bikes or play football. When it
rained, or when it was a dark night, we stayed in
and played videogames.

| am now 35, | ride & mountain bike regularily, |
go running, | go to the gym, | own all the new
consoles and spend a lot of time playing games.
There is balance in my life, this Is just the way |

“As a 32-year-old, | still enjoy a fair amount of shooting,
dodging, puzzling, etc. But I'm no longer sure that’s enough
for my generation — one is often the subject of derision”
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was brought up, My parents never saw anything
wrong with me playing videogames because | also
played sport, read books and was generally a
healthy child.

As videogames get more and more blame for
the llis of society | get more and more irate. Our
hobby, like any other regular activity, is not
damaging in any way to an individuals health or
social outlook when taken in moderation. If your
child is obese and lazy, it's not because he plays
videogames, it's because you, as parents, don't
regulate the child’s activities comectly or there isn't
enough encouragement to play sporis at school, or
probably both. Therefore the child has been let
down by parents or teachers.

It seems that we live in & society where, if
samething goes wrong, we look for someona o
blame, somecne or something else other than
ourselves. | am somy but, the simple truth is that
we, as a saciety, are to blame for making our kids
lazy and cbese not Sony, Nintendo or Microsoft
Marcus Waldock

At the moment I'm skint. Having recently
bought a GC and a handful of fitles — including
Luigi's Mansion and Pikmin, | was left 2 bit
dissappointed when they wene over so quickly. I'd
heard they were short (though of excellent guality),
so | did try to rent them first from a major video
store, cnly to dicover that these very rentable titles
were among the few unavailable. | wonder if this s
a deliberate policy from Nintendo?

Anyway, a few days later | was in a games store
when |.neticed a Dreamcast (second hand) for
£36, less'than any GC game: On impulse | bought
it along with five or six games (pre-owned), all
priced at under £7. In the three weeks that have
followed, | have noticed that as many GAME and
EB stores are doing away with the DC altogether,
the prices for most used and new games have
dropped still further (Power Stone for £1.99, Bass
Fishing £2.99 - anyone?). | have been astonished
at the gquality of many of these titles, notably those
from Capcom and Sega themselves. If anyone else

Ben Hall argues that it's all over far too quickly for
Luigi. Just as well the Dreamcasts still going cheap
then, to offer gaming that's value for maney

out there (poor or otherwise), wants good quality,
bargain bucket gaming, | suggest you act fast;
before the DC becomes the reserve of the
speciglist {and expensive) gaming culture.

Ben Hall

How many people read each copy of Edge?
Let's assume two as a working guess. Let’s
assume your circulation is 100,000 (you can
supply the real number). [f everyone who reads
Edge bought their own capy, that figure would
be 200,000. So you have 100,000 lost sales
and are losing £400,000 a month through
‘readership piracy'.

Why arer't you angry aboul this? Why aren’t
you trying to stop this huge monthly loss? Answer:
because you have more sense, and you know
perfectly well that you aren't really losing that
amount of money, and that most of the people that
read someone else’s copy of Edge wouldn't buy
thesr own Copy anyway.

So why is the software industry aliowed to
get away with special pleading that software is a
totally different case? The bottom line is the same:
there are people who will buy the product for sure,
and peopie who won't buy the product for sure.
Whether peopie in the second group have access
to ilicit copies actually makes little difference to
their behaviour. And in the case of children, they
can't spend money they don't have. There may
exist a third group, who will accept pirate
software if they can, and will buy legitimate copies
if they can’t. but how large is this group really?
My suspicion is that it is not really all that
economically significant. It really doesn't matter if
it's computer games, music CDs, magazines or
books — in all casas there are notional lost sales
that really are notional.

Copyright is copyright, and theft is theft,
and I'm in favour of the first and against the
second. But the claim that software piracy is
losing the industry £3 billion is hogwash and
shouldn't be entertained.

Roger Musson

The articles in E113 that dealt with the
industry and its disheartening trend to cash in on
old licences was completely true and indsed
backed up by games previewed In the issue.
Developers seem ready to evoke even the oldest
and most cherished spirits to create 'new’ games
(Shinobi and Ninja Gaiden) in order to sell a few
more copies by using a licence.

There are massive similarities that can be drawn
with film and the way Hollywood reels in the
audience with sequels and remakes ('Spider-Man’
and 'Men in Black 2), But as a scholar of film and
a lover of videogames iIt's interesting to look at
what else sells a fim to an audience, compare it to
what sefls a game and it's simple. Games sell
themselves short and compensate with excessive
use of licences.

The situation when going to the cinema and
working out which film to see is derived from
figuring cut the factors, is it cne of my preferred
genres? Did | like the previous film(s) in the series?
Do | like the studio that produced the ilm? Do | like
the actors/director/ producers?

And it is the last factor that games seriously
lack. The world of games has few real stars. The
gamer has no frames of reference on which to
judge a game worth buying other than the
excessively strict idea of genre and the use of a
licence. There are exceptions to this but Hideo
Kojima and Peter Molyneux aren't guite as
respected or as well known in the world of games
as Tarantino is in film, After all, creating a game is
an act of creation and every act of creation is its
own form of art. In film the Auteur theory was
created as film evolved and individual style becarme
more relevant. Artists such as Hitchcock and
Tarantino blurred the lines between genres, formed
their own style, took credit for their creativity and
became stars.

It more developers exerted themselves as artists
on to a game, thought in greater terms than the
garmes genre and fitting the licence | believe we
would be on the better road. Rez proved to me,
with its brilliant styling, that there are artists out

“Copyright is copyright, and theft is theft and I'm in favour
of the first and against the second. But the claim that
software piracy is losing the industry £3 billion is hogwash”
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there but these pecple need faces and namas. We
need to know who they are 50 we can commend
them and use them as reference when buying
games. All we hava at the moment are the
corporate logos: Gaming is therefore comparable
to being in the film industry of the 1930s, when
studios dictated genre just as Capcom producea
only arcade-feeling, action games.

It's just sad to say gaming looks to be going
down the same road, rebirthing the old umtil the
clichés wear thin and most of us lose hope. We
need saviours from the Insipid but if we continue 1o
go down the same road as film it's going to have
get a lot blander before things can get any better

A gaming renaissance as | speak? | hardly think
s0. This is the time of the cash-in because they
don't need artists to sell games, This is the gaming
equivalent of those endless reams of same-styled
Bogart movies. Not bad, just not eriginal,

But don't worry, in a postmodern treat our
children will play a glofious personally styled game
that defies genre and llcence and shows an artist
on true form. A game where Princess Peach has
been kidnapped again but you don't have 1o save
her because Mario's finally realised to be
kidnapped so often, she's one dafl bint,

Greg Carruthers

Once again you spark my intsrest with
controversy, A delightfully tablold heading for the
front cover, followed by a one-sided and naive
argument betwaen the covers. Will licences and
sequels kill videogames? | sarfously doubt it, In
fact they are probably the key to expansion into a
wider demographic.

There seems to be a horrible misconcaption
that 'big business' is crippling the creativity of the
software enlertainment industry, Ciearly your
publication believes film tie-ins and and sequels are
to blame. Rubbish, any licence can yield a good
gaming experience, but mainly they don't.

The largest publishers are businesses. First and
formost their aim is to make a profit. This is not
greed, It is captalism. Software engineers and

The Army Men licence: capable of opening up a
new audience for videogames? Or a desperate
ploy to fool customers into parting with their cash

designers can go home safe in the knowledge that
they are being pald. Simple. Why aren't all games
‘good’. Wel in an ideal world all games would be
fantastic, but then where would Edge be7 All your
scores would hava to change so you only rated
games 801099,

it also ssems that innovation is halled as a
sacred cow. It's easy to list 20 games based on a
movie that tumed out to be poor, | think it's
probably as easy to kst 20 games that were
startiing new ideas that tumed out to play like old
dung. | can't help mentioning Black & White In this
category. Let's face it as far as numbers go it will
always be a case that thers are relatively faw
games that are great followed by the vast majority
which are average and then a smaller number that
are poor.

Now the next sensationalist claim in your
editorial. When people buy bad games they never
buy any more. It seems incredibly short sighted for
a member of the publiic to buy a console at the
cost of £150+, buy one game for it and decide that
it's all a write-off. That's what your publication
would have us believe. isn't that like saying | could
buy a new stereo, hear 2 Spice Girls album on it
and than pack it away forever?

If 1 am a novice to the world of games how do |
know what is a bad game? Let me illustrate this
point with a personal example. My mother-in-law
loves the Tormb Raider games. She loves them so
much In fact that she has bought all of them. Quite
clearly they got gradually worse, but she bought
them anyway. She thinks they are 'good’ games,
and who are we 1o tell her otherwisa. She gets
enjoyment out of them and she will continue to buy
the brand name in future. She has no frame of
reference for good and bad only that she likes
Tomb Raider games.

The fact is people love bad games whether
Edge likes it or not. Success stories such as Myst
and Army Men tell you clearly that guality is not the
be all and end all of games. So how are the evil
corporations making sure our favourite pastime is
slowly being destroyed? Simple, they are giving us

the products we buy. Slapping on a licence, or
making a series aimost guarantees sales.

People in general don't read reviews, their
experience with games is limited by high prices
and a bewidering choice. Staft in specialist
game shops are not trained to give advice to
customers. They are retall staff first and game
experts second. With no advice on which game to
choose to make best use of your limited leisure
time it only seams right that you plump for the
gama of your favourite movie.

It's 8o simpie It should make you cry, The
peopla who buy games vota with thair wallets,
and the big publishers listen. And why should
software be any different to the movies or music
or comics or books, or newspapers. ‘Quality’
will never be in the majority because it simply
doesn't sell. If there were stringent quality
guidefines the world would be a much guieter
piace. Your local GAME store would be half
ampty, and who would want to look around a
shop like that?

Finally how can the 'current' trend for licences
and sequels help rather than hinder? (I'm sure |
heard peopieé moaning about this very subject
when | was playing games on my Spectrum). Well
the secret is expanding the market so people who
don’t play games want to play them in the future.
Licansing could help here. Just imagine all your
maothers going out to buy the new Sims game, not
because they suddenly realise games are not such
a waste of time, but because It has the “Coronation
Streel’ licence. Or perhaps your grandfather might
suddenly take Interast in the new Delia Smith
Kitchen management game. Licences are a
genuine pathway to a wider market. The only crime
| can see s the publishers thinking that the ple is a
fixed size, and the only way to get bigger is to cut
yoursealf a larger sice.

Thank you for stirring such debate, As long
as your magazine continues to force us into
exercising the old grey matter | will continue to
keep up my subscription. 3
Justin Cook ‘ﬁﬁ

“Imagine all your mothers buying the new Sims game, not
because they suddenly realise games are not such a waste
of time, but because it has the ‘Coronation Street’ licence”
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Where next for Dance Dance Revolution? asks \
Pungee, while DevilHeart Storygun suggests a
multiplayer direction for shooters such as lkaruga

From the forum

A selection of choice cuts from Edge-Online’s discussion outlet (http://forum.edge-online.com)

subject. Dance Dance Revolution - where agree frat the nexd logical stap for DOR has T et e
next? ba custmisahie dar ; ) y
Foster: Pungee 3 THAE : =
&t bic & The chfion # %
I cetrar =1t ite
s bl T TR=Tell
arcach s |

Poster Northy

- e declan
sstarn Lakitu sl 3]
} ke to sea DO attach a couple of lghtguns to iyect Shoot Club A Link To The Past
racds, a you de nd shoaot sier DevilHeart Storygun 50, fothe point... Il ssems to me you
I Y. Guird A
D J MgE Qo0 2
L = smplacaments? That's two e
ce C ter gang of piayars shows up Foster: daveypauly

Foster. declan

“I'd like to see DDR attach a couple of lightguns to the
arcade, and then have you dance and shoot your way
through an action musical set to the theme of a revolution”
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